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Grab the wheel of your Toyota super-truck and hit the gas! Based on the #1 
arcade game, SUPER OFF-ROAD for the Super Nintendo Entertainment 
System brings you all the thrills of real off-road racing...but without the mud 
in your face. Watch out for the jumps, mud holes and other obstacles on the 
64 different Mickey Thompson Off-Road track configurations! Race against a 
friend and two computer-controlled trucks simultaneously! Trade in your 
winnings for accessories at the Speed Shop and improve your chances for 
victory! From match-offs to spin outs, this is as close to genuine short-course 
racing as you can get. And for off-road action on the go, check out SUPER 
OFF-ROAD for your Game Boy! 


Tradewest, Inc. 2400 South Highway 75, Corsicana, Texas 75110 


©1991 Tradewest, Inc. Licensed to Tradewest, Inc. by the Leland Corporation, one of the world’s 
leading U.S.-based coin operated games manufacturers. Nintendo, Super Nintendo Entertainment 
System, Game Boy, and the official seal are trademarks of Nintendo of America Inc. 


Tee it up this Spring with Tradewest! JACK NICKLAUS 
GOLF for the Super NES improves upon the popular 
Accolade “Greatest 18 Holes of Golf” by allowing you to 
design an unlimited number of courses to play. You'll 
experience an incredibly realistic feel of the course via the 
enhanced digitized graphics. One to four players can com- 
pete on beginner to expert levels, and a password feature 
lets you take a break at the turn. The Game Boy version 
will pack many of the same great features, and both games: 
will be available this Spring — so why not 
wait for the best? 


= ‘ TRADEWEST 


Tradewest, Inc. 
2400 South Highway 75 
Corsicana, Texas 75110 


© 1991 Tradewest, Inc. Jack Nicklaus Golf is a 
trademark of Golden Bear International, Inc. 
Nintendo, Super Nintendo Entertainment System, 
; Game Boy, and the official seal are trademarks of 
os Nintendo of America Inc. 
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$1.75 for the first minute, 90¢ for each minute thereafter. 


Be sure to get your parents’ permission to use the Hotline if you are under 18 years of age. Messages subject to change without notice. 


elcome to Post-Holocaust 

Los Angeles in the year 
2029, where mutant robots 
pilot their crafts through the 
blood-red sky, hunting down 
human beings that once 
dominated this wasteland. 


Just like the movie, you assume 
the role of Kyle Reese, a time 
traveller from the future who 
returns to modern-day L.A. to 
protect the life of Sarah Conner 
- the beautiful woman who holds 
the key to the survival of the 
human race. 


Your mission: Outwit and 
outmaneuver a brutal killing 

“| machine known as the 
Terminator. He’s big, he’s bad 
and he’s virtually unstoppable - 
let’s hope you’re smarter! 


FEATURES: 


Movie-like soundtrack 
complete with realistic 
sound effects 


8 MEG of futuristic firepower 


Licensed by Sega Enterprises Ltd. for 

play on the SEGA GENESIS™ SYSTEM. 

THE TERMINATOR © 1984 Cinema’84. 

A Greenberg Brothers Partnership. All rights 
reserved. Licensed by Hemdale Film Corporation. 


THE TERMINATOR™ TM designates a trademark 
of Cinema’84. A Greenberg Brothers Partnership. 
Sublicensed by Bethesda Softworks. 


_ | ©1991 Virgin Games, Inc. All rights reserved. 
Virgin Is a registered trademark of 
| Virgin Enterprises, Ltd. 


| SEGA and GENESIS are trademarks of 
Sega Enterprises Ltd. 
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5 Letter from the GamePros 
6 The Cutting Edge 


Take it to the limit with CD ROM. 
10 WWF Super WrestleMania 


The Hulkster and his cronies are climbing into the SNES wrestling ring. 


16 Sega Genesis — Great Expectations for 1992 


A quick look at the hot software coming in ’92 for the Genesis. 
24 Special S.W.A.T. — Sonic The Hedgehog for 
the Genesis 


Tips that'll make everyone's favonte hog move even faster. 


26 Special $.W.A.T. — Batman for the Genesis 


Holy S.W.A.T. Batman, it’s super tricks and tactics for the caped crusader. 


28 Overseas ProSpects -— The Legend of Zelda: 
A Link to the Past 


It's what you’ve been waiting for - Link returns, well sort of. 


30 §.WA.T. (Secret Weapons and Tactics) 


Check out these 16-bit tricks, tios, and passwords. 


36 GameBusters — Super Mario World for the SNES 


Use these tncks of the trade to helo Maro save the day. 
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Mario saves the day, See 


38 GameBusters — Mercs for the Genesis 


Check out Mercs explosive ending. 


40 ProReviews 
Genesis: Starflight, Golden Axe Il, Terminator, Road Rash, Heavy Nova, 
Winter Challenge, Rings of Power, El Viento, Art Alive!, Buck Rogers: Count- 
down to Doomsday, Trouble Shooter, RB/ Baseball 3, F-22 Interceptor, Cali- 
fornia Games, James Pond II Codename: Robocod, Quackshot, Midnight 
Resistance, Raiden, and Streets of Rage. 


Super NES: Joe and Mac, Contra Ill: The Alien Wars, Legend of the Mysti- 
cal Ninja, Wanderers from Ys, Earth Defense Force, Home Alone, Super 
Tennis, Super Off-Road, and Chessmaster. 

TurboGrafx- 16: Darkwing Duck, Davis Cup Tennis, Silent Debuggers, Night 
Creatures, and The Addams Family. 


fy Hulk Hogan meets the 
iia SNES. See page 10. 
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By The GamePros 


If you're holding this issue of “GamePro’s 16-Bit Video Gaming,” you probably own at 
least one of the three 16-bit video game systems available in the U.S. today: Genesis, 
Super Nintendo, and TurboGrafx-16. Consider yourself lucky. Some gamers can’t afford 
the high ticket prices associated with the high powered “next generation” machines. 
Over time the costs may drop significantly, but after the most recent cuts, (Genesis to 
$149, Super NES to $179, and Turbo to $99), don’t expect anything drastic any time 
soon. 

Some of you Pro players are looking even further down gaming’s telescope into 
the future. Bigger, better, and more expensive games, systems, and peripherals are in 
stores or in the works. NEC’s TurboGrafx Compact Disc drive, which runs games on 
CDs and attaches to your TG-16 system, is out now and is priced at $299 and the 
new Duo CD is due out soon. Sega is spinning that CD-ROM magic in Japan with 
the Mega-CD, which checks in right around $350 in U.S. dollars and will likely cost 
the same when it jumps the pond to North America this summer. Nintendo won't say 


peep about its CD player coming Christmas ‘92, but the compatible drive from Philips, 


now available, retails for a full $1000. 

Think you'll have to pinch quarters for CD equipment, the consoles of tomorrow 
could cost a small fortune. SNK’s straight-from-the-arcades NEO-GEO, a 24-bit ma- 
chine, goes for close to $600. NEC and Sega already have 32-bit systems under de- 
velopment, which will likely cost a hefty sum as well. 

The majorty of CD drives won't hit full force for months, and 32-bit is years away. In 
any case 16-bit cartridges will be the lifeblood of gaming for some time to come, so scan 
our pick-of-the-pack Pro Reviews and enjoy your carts to the fullest. 

The most exciting aspect of gaming has, is, and always will be the new technologi- 
cal breakthroughs. When the Atari 2600 Video Computer System was launched back in 
1979, it cost nearly $200. Now you can probably grab one for half the price of one 
SNES cartridge. Amazing! The latest and greatest always runs you a pretty penny no 
matter what hobby you're into: gaming, music, movies, or anything electronic. 

The bottom line in what to buy and what to trash is to accept nothing less than 
the best. If you’re hot for a specific player, stay cool and wait it out. Eventually you'll 
see the unit in circulation on these shores. Don’t go for a system that has too few ti- 
tles and more importantly, too few developers. A lack of licensees means a lack of 
games. A lack of games spells potential doom down the road. 

Catch up on the latest in CD and high-bit gaming on page 6. So stay informed 
and when the future is now, you'll be ready for it. 


GamePro's Game Rating System Sample 
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Poor Fair Good Great HOT! Graphics Sound Gameplay FunFactor Challenge 


Graphics: Judges the cart’s pix, animation, and artistic design; Sound: 5 = Turn up the volume! 

1 = Noise pollution; Gameplay: Rates how smoothly the game’s command interface and controller 
functions translate into onscreen action and fun; FunFactor: Here’s the bottom line: Is it fun? 
Challenge: Rates the computer’s smarts and game skills, but remember a low rating here isn’t 
necessarily bad and vice versa. See Graphics, Sound, Gameplay, and especially FunFactor. 
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By the Whizz 


MEGA CD MAKES ITS MOVE 


The MegaDrive compact disc video 
game system is here...err, there! Sega's 
Mega CD made its debut in Japan on 
December 12, 1991. American gamers 
may see the Genesis version of the unit 
some time this Summer (June ‘92 at the 
earliest). The Japanese price tag is ap- 
proximately $380. 


Mega Muscle 


As reported earlier in GamePro (see The 
Cutting Edge, “The Genesis Gets a CD- 
ROM,” September ‘92 and “The Genesis 
CD-ROM System,” October ‘92), the 
Mega CD, like the MegaDrive and the 
Genesis, packs an MC68000 processor, 
but this CPU runs at a speedy 12.5 MHz 
compared to the game system’s 7.5 
MHz. The two CPUs double team to 
virtually eliminate mid-game access 
blues (access time is approximately | 
second), and the 6 megs (768K) of 
buffer RAM help considerably, too. Nes- 
tled with the 68000 are custom graphics 
chips which enable the CD to paint 
more color and sprites onscreen simul- 
taneously than the MegaDrive and to 
produce scaling and rotation. 

Additionally, the Mega CD plays 
music CDs in 3-inch and 5-inch for- 
mats and CD+G discs, too. The CD+G 
capability also means Japanese gamers 
can take a singing break by playing 
karaoke discs. These are singalong discs 
that play music and display song lyrics 
along with music video. An 8 channel 
PCM sound generator supplements the 
MegaDrives 12-channel PCM generator 
to keep the tunes movin’, 


Compact Looks 


The unit piggybacks on top of the 
MegaDrive and connects to it through 
the port on the side of the game sys- 
tem. Connected the two systems look 
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like they've always been together (and 
from now on maybe they always will). 
The CD requires its own AC adapter 
(with wattage equivalent to the regular 
MegaDrive adapter) which plugs into 
the back of the unit. You'll also find left 
and right channel audio outlets there to 
run CD music through your stereo and 
a plug for earphones. All the video in- 
terfacing is handled by the MegaDrive’s 
RF and A/V outs. 

The front of the unit is spartan. 
There are no external controls, all play 
functions are handled via the CD's op- 
erating system. Two lights—green for 
Play and red for Access-are the only in- 
dicators. A key code to interpret the 
light sequences is printed on the unit 
underneath the lights. 


CD Controls 


Once you switch on the system it imme- 
diately struts its stuff. The Mega CD logo 
spins into view to show off the machines 
scaling and rotation capabilities. 

Next, the system menu interface ap- 
pears onscreen. There are 20 primary 
“buttons.” You use the directional keys to 
move a cursor to the appropriate button 
and then press the control pad buttons to 
activate the function. Ninety percent of 
the controls are for music CDs and 
CD+G. All gamers really need to consid- 
er are Open door, Stop, and Options. 

In Options, gamers will be able to 
save game locations into either 64K 
RAM of battery backup or on a sepa- 
rate cartridge, which plugs into the 
Mega Drive cart slot. The backup battery 
recharges everytime you switch on the 
CD. No word yet as to when the backup 
cartridges will go on sale in Japan; that 
date probably depends on when Sega 
plans to release the massive CD games, 
which will require the beefy backup. 


America Waits 
According to Sega of America, the Gen- 
esis CD won't take the stage until June, 
when Sega will make all CD plans 
known at the Consumer Electronics 
Show in Chicago. Until then do a 
search and replace on “Mega CD” in 


this article and enter “Genesis CD” in 
its place. 
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The high kick is your bread-and-butter 
move. The robo-bosses come in all shapes, 


sizes, and strengths. 


Beat the boss and this menu screen fallies 
Up your points towards better and badder 
moves-there are several screens worth, 


Gy Soe es ee 
Use the shoulder throw on enemy DOLLs. 


The CD animation is ultra-smooth, 


When the Mega CD hit the spotlight, 
don’t think that all Japanese gamers 


could do was look at it! Among the » 


games present at the Sega CDs opening 
ceremonies (see “Flash! Genesis CD 
Update!,” The Cutting Edge, December 
‘02) was Heavy Nova from Bignet. 
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Genesis Has It 


Genesis gamers may already familiar 
with the 8 meg version of Heavy Nova 
(See Short ProShots this issue. We'll re- 
view it next issue). An alien race called 
the Akirovians has saved the Earth by 
cleaning up the environment, which 
was lethally polluted by years of war 
and toxic waste dumping. But to para- 
phrase an ancient Earth saying: Beware 
of Akirovians bearing gifts! These E.T. 
creeps really want the planet (sans 
Earthlings) for their own! 

Heavy Nova is a horizontally- 
scrolling metal mech beat-em-up that 
takes place inside a huge alien base. As 
the D.O.L.L. (Defensive Offensive 
Lethal Liberator) Heavy Nova, you 
must seek out and destroy 5 enemy 
DOLLs. You can bust 184 nasty, metal 
crunching, fighting moves such as the 
Piledriver, the Zoom Punch, and the 
Shoulder Tackle. Your DOLIs onscreen 
movement is silky smooth with anima- 
tion running at 7 frames per second. 
(Average TV cartoons usually run at 12 
frames per second). 


Heavier Nova to Come 


Actually, the Genesis cart holds its own 
versus the MegaDrive CD version. The 
two are so close in fact that the 
Japanese version of the Heavy Nova 
CD won't cross the waters when the 
Genesis CD surfaces. Instead, we get — 
Heavy Nova II! 


The 
DUO 


Comes to America 
When most gamers were still trying to 
figure out which side of a compact disc 
was up, NEC was spinning CD games 
for the Japanese PC Engine and the 
TurboGrafx-16. Now that Sega and Nin- 
tendo are rattling their CDs, NEC wants 
to keep that edge. At the January Con- 
sumer Electronics Show in Las Vegas, 
NEC announced its plans to create a U.S. 
version of the PC Engine Duo (see “New 
NEC Hardware Surfaces in Japan,” The 
Cutting Edge, GamePro, Dec. 91). 


Have Your Chips and CDs, Too 
The Duo is a two-in-one game system 
that will feature a TurboGrafx-16 cou- 
pled to a new compact disc game unit 
called the CD-ROM2 in Japan. The 
Japanese Duo retails for approximately 
$380 over there. 

The system will play regular Tur- 
boChip games, but its main claim to 
fame will be the extra silicon it can 
sling at CD games — to a tune of 256K 
RAM. Yes! NEC also plans a new li- 
brary of advanced, Super CD games. 
The answer to your next question is 
“No!” You can't play them in any form 


without 256K. The TG-16 Hardcore © 


who already own CDs will be able to 
buy a new system card, which will beef 
up the TG-CD’s current 64K RAM to 
256K. In Japan this card, called the Su- 
per System Card 3.0, costs roughly $90. 


Duo Games 


Software for the new system is already 
under development in the U.S. Plans 
under consideration call for the Duo 
package to include a jumbo CD con- 
taining four sports titles from NEC's TV 
Sports series, that is, Football, Basket- 
ball, Hockey, and Baseball. 

Naturally ICOM Simulations is al- 
ready in the hunt, too. [ts developing 
an RPG game, Beyond Shadowgate, a 
sequel to the award-winning personal 
computer game, Shadowgate. Players 
will attempt to guide Prince Erik 
through a seemingly endless array of 
mazes, arcade sequences, and puzzles 
as he seeks to free his kingdom from an 
evil warlock. The CD will use classic 
animation techniques including music 
scored directly to the picture and hand- 
rendered drawings which will be 
scanned into the computer. Characters 
will also have unique voices, and they 
will have the ability to speak to each 
other and the interact with the player. 


Turn, Turn, Turn 
The Duo is scheduled to make its U.S. 
debut next fall, but the new system 
card may show up in a few months, 
this spring. When it comes to compact 
discs, NEC just keeps rolling along. 
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Savage, Hulk Hogan, Jake “The Snake” tournament or championship bout 
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~ Dollar Man” Ted DiBiase, Sid Justice, ‘out every time 
both members of The Legion of Doom tha core or two can face: 
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The Natural Disasters Earthquake and Ty- 
phoon. These wrestle freaks are ready to 
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Ni Cc} Yo Wrestling Fans, stop 
= - Z, / pumpin’ the iron and pull 
OS out your SNES control 

| pad. WWF Super WrestleMania Is 

| here from LJN! So whip yourself into 

| shape with these superstar profiles 

and tips, then hit the mat and go for 


the gold. 


— 
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Also, try tapping the x button to Suplex 
him, then X to pull him up, then X to Su- 
plex again and again. 


drop. But Wtever ay dott let him 
tag out if you’re playing in the Tag Team or 
Survivor Series mode! 


_ Anothe great strategy i is to throw your Op- 
ponent outside the ring by pressing Button 
Y. When he’s downed, fly off the top rope ~ 
and crunch him! 


“foul, no damage. 


him over revere time he revives. 
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Whether slugging it out inside the ring or 
Fe commentating from the sidelines, Randy 
Savage always takes a walk on the wild 
| _ side. Not only has he held the Interconti- 
~ nental and WWF Championship belts, he 
was once crowned the “King” of the WWF 


sands of ringside fans and a TV audience 
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You haven't rumbled until you’ve tried to 
weather the rage of the heftiest of the hefty, 
Earthquake and Typhoon. The Natural Dis- 
asters have been known to splat oppo- 
nents on more than one occasion. When. 
SSS seHasress) they team up fora Tag match as inthis 

Every time Sid ies one into the photo, all bets are off on who'll emerge, 
ring, you know, beyond a shadow well, flat! 

of a doubt, justice will be 
served! Whether that means 

being served fairly, or 
serving up your oppo- . 
nent for dinner is ie NG oo 

anyone's guess. 
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No, you're not doomed if you try to wrestle - 
Hawk or Animal. But, if you take themon 
together, forget about it. Consider yourself 

pinned and don't show up! Just as they... 

did to the WWF's finest to earn the Tag 

Team title, they'll demolish anyone who 

crosses their path. Here Hawk, or is that 

WWF @ Super Wrestlemania™ BF tratemark of TitanSports, Inc. © Animal, takes the fight outside the ma with 


1992 TitanSports, Inc. All rights eserved. Hulk Hogan,™ Hulkmania™ Ted DiBiase. 
ana Hulkster™ are trademarks of Marvel Entertainment Group, Inc. li- 
censed exeiusively to Tiiansports, Inc. All other distinctive character 
flames, titles, 1og0s and likenesses used herein are trademarks of Ti- 


tanSports, Inc. All rights reserved. May 1992 13 
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lrem America Corporation 
8335 154th Avenue N.E. 
Redmond, WA 98052 


2m. Nintendo and Super'Nintendo Entertainment System (SNES) are 
sd trademarks of Nintendo of America Inc. . 
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SUPER HOT GRAPHICS FOR SUPER NES! 


STOCK UP FOR AN INVASION OF BUYERS! 
GunForce blasted its way into the top ten charts in the 
arcades. Which means you're sure to see explosive sales on 
Super NES. Get ready for an assault of orders from players 
reading our ads about spectacular special effects. Mind- 
boggling graphics. And two-player simultaneous action. 

Put GunForce in your arsenal. And watch 
your profits skyrocket. 


ii = | | 
lrem America Corporation 
SIIPER NINTE NOVO Feat a335 154th Avenue NE 
Redmond, WA 98052 
‘ Licensed by TEL: (206) 882-1093 
ENTERTAINMENT SYSTEM IREM AMERICA CORP  £4%: 206) 883-8038 


© 1992 Irem. Nintendo and Super Nintendo Entertainment System (SNES) are registered trademarks of Nintendo of America inc. 
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(and some massive PR by certain high-profile competitors) every- 


b] ; s il | 
the Genesis. Here's a preview of whats due in ‘92 — so far 


This unusual title features action/adventure style gaming starring 
a heroine — Alisia Dragoon. Alisia’s palace is attacked by maraud- 
ing monsters bent on destroying all of humanity. She’s out to save 
the day with the assistance of her four stout companions: Fire 
Dragon, Thunderbird, Boomerang Lizard, and Power Burst. Alisia 
totes a multi-directional, auto-targeting energy beam as her 
weapon and fights in tandem with each of the four creature- 


helpers, who have unique attack weapons of their own. (Available 
Feb. ‘92) 
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Alisia Dragoon 


Hey, dudes, get ready to, like, hit the beach and compete in five 
gnarly California-style events — BMX bike-racing, Footbag, Roller 
Skating, Half-Pipe Skateboarding, and Surfing. Radical! Even bet- 
ter, up to nine buds can compete at the same time. Like, it’s the 
perfect party game. And the graphics are so awesome you're 
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at Expectations for 19 


it vi tem, before most 
| the first 16-bit video game syste", 
se apes bit” meant. Now thanks to some hard work 


body's talking 46-bit, but no one has more games in the loop than 


| Dungeon & Dragons: Hollow World 


gonna’ feel the sun (iigeMMNN = 

on your skin and the |i) +4. 

wind in your hair. Hit 7 
the beach, or hit Cali- 
fornia Games. (For 
more info see Game- 
Pro, January 92.) 
(Available now) 


California Games 


Welcome to Mr. Robinson's neighborhood! Just in time for the 
Olympics Sega’s planning to release their latest basketball cart — 
David Robinson’s Supreme Court. This title features a 45 degree an- 


gle view of the court, digitized graphics for incredibly life-like players, 
and mucho speed! Check out 
Robinson's two-handed mon- & ne I~ 
ster slam, his demoralizing joan, <tr. 
blocks, and his awesome . - m Ak 
jumper. You can run, jump, | 
dribble, fake, steal, and pass [iggackde cc maeas 
—and don’t forget to trya (ERC 
tomahawk slam dunk, r- 
verse layup, or a 360 de- 
gree spin dunk. Here 
comes the Judge! (Avail- 
able March ‘92) 


T5. 


David Robinson's Supreme Cont 


he i 


In this first official Dungeons and Dragons role-playing title for 
the Genesis you assemble a band of companions to help you ex- 
plore a new world. Choose from fighters, clerics, magic users, 
elves, dwarves, halfings, and thieves. Outfit your company wisely 
ee] AN Prepare to dabble in 
kee) magic and intrigue. Fight 
3, | for your life as you ex- 
plore a world depicted 
with gorgeous 3-D 
graphics. Designed to 
4) capture the D & D gam- 
i) ing experience, this one 
looks hot! (Available 
May ‘92) 
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Galaxy Force || wowed our eyes and churned up our stomachs in 
the arcades, and now it’s ready to do the same to you on the Gen- 
esis. From a behind-the-controls first person 3-D perspective you 
fly your ship through five dangerous missions. One moment 
you're blasting your way through a rainshower of enemy ships in 
the depths of outer space, 
the next moment you’re 
weaving through the tun- 
nel-like 3-D mazes of a 
em planetary space station. 
Bed This fast-action, high 
tech adventure is guar- 
anteed to push your 

= eyes and reflexes, not 
to mention your equi- 
librium, to the limit. 
(Available Feb. ‘92) 


Ritede 


Galaxy Force Il 


Golden Axe II revisists the hack ‘n slash action of the Sega smash, 
Golden Axe. The three original heroes are back in an all-new multi- 
level action/adventure. Your favorite Axer totes the same weapon as 
in the original adventure, 
but there are also some 
all-new maneuvers and 
techniques, as well as 
some cool new magic. If 
you loved Golden Axe, 
take a swing at Golden 
Axe Il. (For more see 
GamePro, January ‘92) 
(Available now) 


Kid Chameleon is a radical dude who’s on a trip through more 
than 100 levels of forests, mountains, islands, and underground 
volcanoes — each with secret passages and areas. This kid uses 
his head, err...actually his hats or helmets to make his adventure 
easier. Each of the different helmets he dons changes him into a 
different creature. As Rhino-Head he smashes through walls. 
When he’s Skull Crusher he shoots skulls. As the Samurai he 
Slashes anything that gets in his way! Now that’s a head trip! 
(Available March ‘92) 


In case you were wondering if Sega was ever going to release an- 
other baseball cart for the Genesis, wonder no more. Next in a 
line-up of Sports Talk games, Sega’s going to bat with a baseball 
game that features an announcer for play-by-play a la Joe Mon- 
tana Football Il. The game also sports all of the Major League 
baseball players and teams based on the 1991 stats. Even the 
playing styles and likenesses match the real life players! Play ball! 
(Available March ‘92) 


Master System owners 
know Wonder Boy well. [MMSSSS890ececoes 
He starred in three differ- 

ent adventures for Sega’s 
8-Bit system. What's 
next? Well, Wonder Boy 
makes his 16-bit debut 
in Wonder Boy in Mon- 
Ster World. In this ac- 
tion/adventure title he 
joins up with a magi- 
cal companion to bat- 
tle hordes of creepy 
creatures. TO survive 
Wonder Boy must 
gather special items, 
use magic, and his best 
fighting skills and 
smarts to rid the planet 
of his powerful foes. 
(Available Feb. ‘92) 


You know the story. The Shadow Warriors made off with Billy 
Lee's girlfriend, and Billy and bro Jimmy will risk life and limb to 
get her back. You know the moves: uppercuts, face-digs, shoul- 
der-throws, and flying karate kicks. You know the game— Double 
Dragon. And now you know the system— Genesis! Double Dragon 
does 16-bit. Watch for it. 
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The Games: Winter Challenge 


Olympic hopefuls rejoice! The Games: Winter Challenge is on its 
way to your Genesis. Lace on the skis/skates/sleds in seven Winter 
Olympic events, including the Luge, Ski Jump, Biathlon, Speed 
Skating, Bobsledding, Cross Country, Downhill, and the Giant 
Slalom. Improved-from-PC visuals are hot-looking polygon-fill from 
an intense first-person perspective. Multiple players participate, so 
this ice is definitely hot. 


Super Off Road 


You loved what it did for FR = 
you on SNES and arcade | ee | 
mud tracks, andnow [e@ 
you can win cash and 
prizes in the Genesis ver- 
sion of Super Off Road. 
One or two players make 
haste and make waste on 
dozens of four-car pedal- 
to-the-metal tracks. 
Graphics are sharp, music Super Off Road 
is hot, and the engines are 

rewed. Feel the need for speed! 


As the guardian of ancient Rome, you must lead your loyal forces to 

victory in the heat of Genesis battle. Rebels threaten Rome’s pros- 

perity once again, and with ” PREPPY battle guidance, peace will be 
: | restored. Pick your fight 

| from 20 battlegrounds. 

é New features include a 3- 


=| easy- interface windows 
| menu-selection system, 
| and a multiple-file game 
=m) Save. Go for ancient glory 
fee, With Warrior of Rome Il. 
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Data East 


Atomic Runner 


Atomic Runner, a little-seen and little-played Data East arcade 
oldie, comes to the Genesis with refurbished multi-scrolling 
graphics. You're a 2Xth century cyborg on a mission of kill, kill, 
and kill some more. Screen-filling enemies contrast well with your 
character's pint-sized sprite. Controls take practice, but the slick 
power-ups and nifty explosive effects make this one to watch. 


Two Crude Dudes 


You wanna know who's bad?? The Bad Dudes, that’s who! 
They're back from the coin-op and the NES, sort of, in Two Crude 
Dudes for the Genesis. Although it isn’t specifically a sequel, Data 
East's latest 16-bit kick-and-slugfest is basically a revamped Bad 
Dudes, but with tons of new enemies, graphics, street-poundin’ 
sounds, and all sorts of moves. You can grab-n-throw enemies, 
Street Signs, cars, and even your partner in crime-fighting. Play it, 
live it, be CRUDE! 


A fully animated dungeon 
adventure with an innova- 
tive, user-friendly, point 
and click interface, and a 
detailed first person 
point-of-view perspective. 
You'll be challenged by re- & 
al-time combat and spell- 
casting as you attempt to 
retrieve mystical artifacts aaa 
that may hold the last hope fees 
forthe world against the & 
dark lord, Estoroth. (Avail- 
able May 1992) 


Another top-notch sports game from the masters of Genesis sports 
carts. This time, you've got the Bulls, the Lakers, and the rest of the 
1991 NBA playoff participants. If you ever wanted to run your fa- 
vorite NBA squad, this is about as close as you're going to get — 
unless you're related to Jerry Buss. (Available March 1992) 


Get set for some hellacious 
helicopter flying! With the 
copilot of your choice fly a 
solo mission into the heart 
of the Middle East. Your ob- 
jective: eliminate a hostile 
dictator and his military op- 
eration. Sounds familiar. 
This cart is a combo of ar- 
cade blasting action and 
war simulation and strate- 
gy. (Available March 1992) 


Desert Strike 


Jordan versus Bird 


One-on-one basketball with the NBA's creme de la creme. As in 
the NES and PC games of the same name, you take the role of Air 
Jordan or the Birdman in a hot game of half-court. But if that’s 
not enough, there's also a Three-Point Shooting Competition and 
a Slam Dunk contest. Just think, you could answer the burning 
question: Is it Michael or the shoes? (Available April 1992) 


Might and Magic: Isles of Terra 


lf you thought the first Might and Magic adventure for the Gene- 
sis was intense, wait until you get a load of this baby!!! This 8 
meg monster with battery back-up features a new icon-based in- 
terface and double the amount of animation of the first cart. Your 
goal is to lead a party of adventurers across the seven islands of 
Terra, and as in all Might and Magic adventures, there’s no prede- 
termined path for you to follow. (Available May 1992) 


The Lord of the Rings 


At last! The first video game based on the epic 
J.R.R. Tolkien saga of Middle Earth. As 

Frodo, the Hobbit, you must rally 

the Fellowship of the Ring to 
protect the one true ring 
against the evil threat of 
Sauron and his Dark 
Riders. This cart will 
combine the best ele- 
ments of fantasy 
roleplaying and 
graphic adventure. 
(Available 1992) 


Where in Time Is Carmen Sandiego? 


It was bound to happen! The most popular “educational” comput- 
er game of all time has found its way to the Genesis and learning 
will never be the same again. Travel across time and space to 
track down Carmen and her gang of no- 
torious “history” thieves 
and retrieve the priceless 
historical relics they've 
Stolen. You'll cruise to 
dozens of locations in eS 1 4 \in ourt was Hy 
your chic Chronoskimmer |) 2 | PR ineotectuat center} 
320i-the top of the line | ) = ee 
in time travelling vehicles. 
You've got a limited 
amount of time to track the 
crooks, so don’t admire the where In Time Is Carmen sete" 
fine leather interior too long! 

(Available March 1992) 
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TurboGrafx-16 players and arcade vets know Splatterhouse. Namco did 
the original programming. If you survived the grisly gaming in those 
systems, you know that Rick rescued Jennifer from the West mansion, 
that is, Splatterhouse. This version takes place three months after 
Rick’s escape. He’s plagued by nightmares starring Jennifer and the 
terror mask, which endows him with slasher strength. That’s all we 
know, but you can bet Jennifer's headed for more ghoulish 
. trouble. Nine levels with ghastly bosses, unusual 
> bloodthirsty enemies, brand new slasher 
. Weapons, and eight megs of gore ga- 
», lore. Sounds fun. (Available 
Summer ‘92) 


~ 
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Return to the primitive days of sport when football was “foot- 
brawl.” This is an offbeat, slightly demented take on the America’s 
favorite pastime that you may have seen in the arcades. You can 
literally slash your way to the goal line and burn the defense with 
a deep pass. Better yet just burn them period with a red-hot flam- 
ing torch! Maybe bribing the official isn’t really different from real 
football, but you get the idea. Dodge the troll, jump the water haz- 
ard, fall through the trap door, and we'll fake it to ya! (Available 
March ‘92) 


All you bloodsuckers out there cringe whenever you hear the 
name “Von Helsing.” In this 8 meg action/adventure cart, Count 
Dracula's fearless nemesis is now a grandfather, and you play his 
grandchild as you carry on the family’s legacy of stake pounding 
to make the Undead, err...un-undead! Vampires have taken over 
13 towns, and you must defeat hideous henchmen, vampireress- 
es, demon rats, hellhounds, and other vile beasts of the dark to 
face fearsome town Vampires. You use classic vampire tools in- 
cluding Holy Water, a Crucifix, and wooden stakes to vamp the 
vamps. Don’t forget your Vampire Bite Kit! 


Sage’s Creation 


Battlewings 


If you like massive, juggernaut-style, battlewagon spaceships, 
wait till you see Battlewings. Hot-B created this horizontally- 
scrolling shoot-em-up as Steel Empire for the MegaDrive in 
gees) Japan, Dut Sage’s Creation 
samme, Will showcase the Genesis 
= version. It will take nerves 
| of steel to blast your way 
ee through this battle. This 8 
= meg monster flies across 
3 seven slick-looking levels, 
Seo Which end up at boss ma- 
ea 2=) chines that are several 


meen SCTCNS LONG. 


yp Magra 


He 
3 ee 
s 


Hg 4 f 


| 
Gime Su 


neo ee , 
nie oe 
oar ae 


=! 


20 GAMEPRO’s 16-Bit Video 


Star Odyssey 


This ambitious 8 meg RPG blasts you off far into the future and 
deep into outer space for a futuristic adventure on a grand scale. 
One player will guide eight Warriors from the civlized planets of 
the Federal Empire Galaxy (FEG) across the stars to seven differ- 
ent planets, where they come face-to-face with 80 different alien 
races. They must battle the forces of the evil Radan in order to un- 
cover the secret of an ancient tribe, who may have developed a 
Super civilization thousands of years before the FEG. 
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Cadash 


Cadash made its way from the arcades to the TG-16, and now it’s 
on its way for the Genesis. A unique blend of role play, quest, and 
arcade style action, Cadash features sideview horizontally 
scrolling sword and sorcery for two players. You choose between 
four characters — Fighter, Mage, Priest, and Ninja— who must bat- 
tle to save a princess — again. But, hey, it’s the journey, man, not 
the destination! (Available April) 


The toughest delivery 
route a Paperboy ever 
attempted, Atari’s ar- 
cade game of the same 
name is coming to Gen 
esis crash courses later 
this year. Grabastack L 
of hot-off-the-presses pa- 
pers, make a prompt and 
courteous delivery, and 
don’t forget to smash win- 
dows for bonus points! 
News REALLY travels fast 
in Paperboy. 
(Available May) 


Ahoy, Genesis gamers! Tengen’s brewing up Rampart for 16-bit 
screens. In this coin-op translation, one player must defend his or 
her beholden castle from seaboard invading fleets, or two players 
can struggle for the rule of the realm. You knock down each oth- 
ers fortresses, then build ‘em back up with new walls and more 
guns. Let the cannonballs fly with Rampart! (Available May) 


Road Riot is the current king of off-road coin-op racers, and Gen- 
esis is next on its speed-demon agenda. Photos are top-secret in 
Tengen’s lab, but if the arcade experience is any indication, expect 
some high-speeds, rump thumping thrills through hazardous 

tracks of chassis-grinding driving. (Available late ‘92) 


Just the mention of the name Steel Talons is enough to get arcade 
aces-of-the-skies stoked for a Genesis version. And it will happen! 
But not for a while. When we have more info and pix on this 
hottest of hot air-to-ground-to-air copter combat sims, you'll be 
the first to know. In the mean time, see Hot at the Arcades in the 
January ‘92 issue of GamePro for the lowdown on the coin-op 
version. (Available late ‘92) 


Fighting Masters may be something like Hulk Hogan goes galac- 
tic. The cart stars 12 intergalatic wrestling champions. You 
choose an ET grappler, warp to an alien battleground, and then 
you bust heads or whatever. Each fighter has over 30 different 
moves — if you can figure out what limbs you’re supposed to 
move. Are the space cas- 
es in this cart bizarre? 
YES! But the action looks 
top notch. 


= t 
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. Fighting Masters 


“Warsong” is the name of a legendary sword of great prestige and 
power. The family of Baltia’s got it; the evil emperor Pythion wants 
it. That sets the stage for massive battles, which tear up this cart’s 
strange fantasy landscape. Military strategy game meets fantasy 
RPG. The bulk of Warsong in- g 
volves trying to win cam- : 
paigns — 20 in all. The win- 
ning and losing conditions 
for each scenario vary, but 
basically you control key 
members of the Baltia king- 
dom and the armies they 
lead. Lose one battle, how- 
ever, and you lose the war! 
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Sweepstakes | 
I 
BRING THIS OFFICIAL ENTRY FORM TO ANY i 
TOYS‘‘R’’US STORE BY MARCH 31, 1992 | 
P 
NAME ; — 
ADDRESS Hard Drivin’’ Video Arcade Games 
CITY __-—SFSCOFSCSC STATE: _..._ ZIP@_ 


BIRTHDATE —___. PHONE 
Sega Game Gear Systems with software 


No purchase necessary. Void where prohibited by law. Odds of winning depend i 
upon the number of eligible entries received. OH & MI residents only may enter é 
by mailing the official entry form or a 3x5"’ piece of paper with name, address, 

zip code, phone number to Video Mania Sweepstakes, PO Box 2089, Westport, | 
CT 06880. See Official rules at your Toys'‘R’’Us store or send a self-addressed | 
stamped envelope to: Video Mania Official Rules, PO Box 2089, Westport CT 

06880. (Toys''R’’Us, 461 From Road, Paramus, NJ is a retailer of toy products). j 


Sitiaenenecasieye. 


PN crt ac cance — 
IRS rere. 
Peter rence 


OVER 495 TOYS"R’’US STORES COAST TO 
COAST. CHECK YOUR PHONE BOOK FOR THE 
STORE NEAREST YOU! ©1992 GEOFFREY, INC. 
PRICES EFFECTIVE CONTINENTAL U.S. ONLY. 


At 


Hosted by J.D Roth 
and Co-Host 


Brennan Howard! + Hot Tips, "Tactics 


ane d Passwords | 


GamePro 


GAMEPR Oi is 3 airing Satu ys and Sundays across the 

country! Check the listing fora TV station near you. 
Then, get ready for the best video game action this 

seasorn-delivered hot to your living room from GAMEPRO! 


ein tor the Ufim 
Video Game TV Show—GamePro! 
Yes, it’s true ProGamers! Your number one video game 
magazine has hit the airwaves with a weekly TV show that 
blasts off with a power-house lineup of top reviews, 


Strategies, tips, and passwords like you find in the pages of 
GamePro! The show is fast-paced and jammed with all your 
favonte features such as Hot at the Arcades, Pro-Reviews, 
S.W.A.T., Ask the Pro’s, Viewer Tips, and much more! 


Starring J.D Roth! 


J.D, Roth and Brennan Howard will be your hosts as they 
literally “step inside” each game to bring you the most in- 
depth reviews, news and tricks alive! 


Birmingham, AL 
Bluefield, WV 


Charleston, SC 
Charlotte, NC 
Chattanooga, TN 
Chicago, IL 
Cincinnati, OH 


Ft. Smith, AK 
Grand Rapids, MI 
Green Bay, WI 
Greensboro, NC 
Greenville, NC 
Greenville, SC 
Harlingen, TX 
Harrisburg, PA 
Hartford, CT 


Huntsville, AL 
Idaho Falls, ID 
Indianapolis, IN 
Jackson, MS 
Jacksonville, FL 
Johnstown, PA 
Joplin, MO 

La Crosse, WI 
Lafayette, LA 
Lansing, MI 
Las Vegas, NV 
Lexington, KY 
Little Rock, AR 
Los Angeles, CA 
Lubbock, TX 
Knoxville, TN 
Marquette, MI 
Meaford, OR 
Miami, FL 
Milwaukee, WI 
Minneapols, MN 


Norfolk, VA 
Odessa, TX 


Oklahoma City, OK 


Orlando, FL 
Ottumwa, IA 
Peona, IL 
Philadelphia, PA 
Phoenix, AZ 
Pittsburgh, PA 
Portland, ME 
Portland, OR 
Providence, Rl 
Raleigh, NC 
Richmond, VA 
Roanoke, WV 
Rochester, MN 
Rochester, NY 
Rockford, IL 
Sacramento, CA 
Salt Lake City, UT 
San Antonio, TX 
San Diego, CA 


Airing Saturday and Sunday at a Station Near You! 


KUSI-51 


San Francisco, CA 
Seattle, WA 
Sioux Falls, |A 
South Bend, IN 
Spokane, WA 
Springfield, MO 
St. Louis, MO 
Syracuse, NY 
Tallahassee, FL 
Tampa, FL 

Terre Haute, IN 
Topeka, KS 
Traverse City, MI 
Tucson, AR 
Tulsa, OK 

Waco, TX 
Washington, D.C. 
Wichita, KS 
Wichita Falls, TX 
Wilkes Barre, PA 
Yakima, WA 
Youngstown, OH 


*Cable Channel 


Sonic the Hedgehog took home the 
honors as 16-Bit Game of the Year in 
Our 1991 Team GamePro Reader's 
Choice Awards. In honor of the Son- 


ic’s growin | . 
g g prestige, we thought we’d per Sonic Spin Attack. You'll blast 


To make a tunnel in an area like the 
Starlight Zone in Act 1, run straight to the 
wall, and just before you get to the dead 
end, push Down to put Sonic in the Su- 


tee of our Sonic tricks through the wall and collect all of the 
€m for you one more time! goodies. There are similar areas through- 


out the game. 
| To perform this slow motion trick, first, yp an, HETAIAS Befora it, wait until ) —_ 
aUSE DU Start the First Rares until the | SY A ie peepee 
the game by | a ee | _ het Stage," Reset thea 
game is paused, hold down Button B. game and go to the Level Select i Ne 


- While holding B, you can jump with 
~ Button C. You can do this trick any- 
~ where in the game. To turn slow-mo off, 


simply unpause the game. ope ne eimeralds at the end of the 
Special Stage. Repeat this procedt 
ae you have all six Emeralds, Wh oh 
yOu ve got all six, go to the Secs 
. oni | ma i once more to eam a Continue and 
TO pick any level in Sonic try the fol 7 then a 1-Up. Now, wait until the end of 
ee se Pad trick: Hit Up, ee a ane all the Emeralds before the you a oe and Stage 1 begins 
ight, during the title screen, It INS, go to the Level Select oY Tinish the game this way, you'll sac 
| , you'll pecial ” INg. Just 
_ hold down Button A bid te — tty to collect the first ante alike A < be able to get to meh dich 


You're ready to Pick your level, 


There’s a secret hidden room in the Green 
_ Hill Zone in Act 3. Work Sonic through this - 
level until you reach a solid wall. You'll 
know you're there when you can’t move 
_ ahead without bouncing on the bumper. 
_ Instead of bouncing over the wall, break 
_ through it. Move Sonic back so that he 
_ picks up enough, speed. Right before he | 
_ hits the wall, push Down to cause Sonic Work Sonic through this area without rings and a 1-Up. Jump on the next — 
to spin. If you’re going fast enough you'll jumping on any bumpers. When you reach = bumper, and you'll fly back to the top of 
break through the walland you'll notice a the area with the blue water background, _the level to continue your game normally. — 
secret speed tunnel, ~ you'll notice six Monitors with a total of 50 : ee 
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Bonsee BAe 
bug Mode 


To reach a Debug Mode that enables you 
to pull some strange tricks with your 
_ game, wait for the title screen to appear, | J 
‘ and then on Controller 1 press Up, But- To get a4 : = | . 
_ ton C, Down, Button C, Left, Button C, Act 2. kil ao ey a te Green Hil Loop in 2 
MSs tat on he bata path tt | 
get a running star ftom the bree 


* Right, and Button C. Next, simulta 
"press Start and Button A until your game 


begins. Now, press Button B to enter the 
Debug Mode. Use Button A to select ob- the Mabe Ieee 
to reach the wall where noose thir lava i 
ieee ie YOU Can break thro “es 


jects, and Button C to place them. 
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Here’s how to grab 99 Batarangs in Lev- 
el 3’s Flugelheim Museum. Go to the 
second elevator and ride it to the top. 
When you reach the last step keep on 
riding until you defeat Axel. Now, jump 
up and grab the Batarang. Land on the 
same step and ride it down. When you 
come up again you'll find another 
Batarang. Repeat this procedure until 
you have 99 Batarangs. 


| The Caped Crusader made his 16-bit | 
| debut courtesy of Genesis and Sun- 

| soft in 1991. Here are a few tips to 

| help you beat Batman's foes and 

| save Gotham City from his arch- 

“”) nemesis, the Joker. 


this for five Batarangs. Now 
Jump down and use your grap- 
pling hook to climb Up again. 
The Batman icon wil reappear. 
You Can repeat this procedure 
until you’ve earned 99 
Batarangs. Now | 
you can e 
Zap the Joker. “ 


| You can also max up your 

a Batarangs in the Cathedral. 

2 When you reach Level 7-2, just 
before you cross the first bridge 
you'll see a Batman icon at the 
upper left of the screen. Grab 


Although you can jump and stomp on 
| bad guys that are after Bat- 
-to-head with 


| some of the 
"man, you'll have to go head 


most of them. 


On Level 3 you can beat Axel, the big axe 


dude, by ducking down and kicking him. 


Batman's defensive stance (hold down B) 
stops just about every regular punch or 

| shot, including laser blasts, but if you try 

| 49 yse it as you stand toe-to-toe with 
..-| Bazooka men you'll take a shot. Howev- 

er, you can tell when the Bazooka men 


hi | on Level 2 are about to shoot pecatse 
yer’| they lean forward before they fire. 
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To beat Level 4’s Grenade Launchers fire 
in an arc. Io avoid them drive under the 
arc, and then blast the Launcher to stop 


them for good. 


Sinbad 
CAs can use to beat sina: 
Here’s <n you of the Mime Stage). First, 


sher e sure 
=r a the left of the oat 2 : sn Sin- 
: +: is facing — 
: that Batman 's ing at you jump 
a - ee er starts running | 
| = peor im ard punch him fom a. 
= = V , 
25 | ito over you and then run aime from 
= Jump over him and dt procedure until 
oS ng 
= behind. Keep repeat 
ete [eC ies 


See 
— =;53%99 9 ‘ 


On the Gotham City Street level with the 
Batmobile, just stay in the upper left hand 


comer of the screen and barely anything 
will hit you! 


the 

r Batarangs for 

Level 1 save nl them all. But re- 
anything fits 


=) then 
Boxer boss, Te" 
member you can't damage 


offscreen. 


To collect UD to nine lives in Batman, go 
to Level 3 (the Flugelheim Museum), and 
Proceed to the first 1-Up. After grabbing 
it, JUMP up to the moving platforms until 
yOu reach the ledge under the spiked 
object. Next, jump down to the bottom 
Moving platform and the 1-Up should 
reappear. Keep repeating this procedure 
until You have nine 1-Ups. If you run low 
On energy there's a heart at the top of 
this area — but be carefy| because it’s 
guarded by Axel, 


™ and © 1991 DC Comics, Ine, meee 


By Monty Haul 
= | After reforging the TriForce 


minions from Hyrule for all 
eternity, twice, Link thought nothing could 
tear him and the love-of-his-life Princess 
Zelda apart ever again. He was right. But 
an untold tale concerning Link’s virgin 
voyage in the realm of Hyrule is about to 
take center stage on the Super Fami- 
com: The Legend of Zelda: A Link to the 
Past takes us back in time, back before 
Ganon’s legendary badness, back before 
even the NES, to Link and Zelda’s an- 
cestors (who coincidentally are also 
named Link and Zelda!) and a fabulous 
adventure. 


One of Ganon’s unholy colleagues, 
the corrupt priest Agnim, has swiped the 
Seven Daughters of Hyrule, shattered the 
TriForce, locked Zelda in a dungeon, and 
thrown away the key. Spring her from jail 
and you’re only just getting your toenails 
wet in Nintendo’s most complex role- 
playing maze-a-rama ever. Here’s a 
sneak peek at this Japanese sales sen- 
sation, now available overseas for the 
Super Famicom and on the verge of a 
U.S. launch for the Super NES. 


New Looks, New Levels, 
New Link 

Zelda | (‘87) and Zelda Il (‘89) set stan- 
dards for excellence in NES swords-and- 
sorcery carts. The Super Famicom re- 
design, a top-down perspective 
8-megger, plays closest to the original 
Zelda, with a similar play interface, re- 
vamped enemies, and hot music and 
graphics. Our green-garbed hero’s third, 
er, first quest spans the four corners of 
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Hyrule and all points in-between, includ- 
ing waterfalls, caverns, villages, dun- 
geons, and mountains. He does battle 
with all the skeletons, bats, rats, swords- 
men, and rock-spitting octopuses Zelda 
fanatics can stand. 

The first and foremost of Z Ill’s play 
improvements is the incorporation of four 
~— count ‘em four — button inputs instead 
of just two. In addition to Sword (B) and 
Item (Y), you can lift, push, pull, and 
throw inanimate objects with A, and ac- 
cess a gorgeous, scrolling, slant-view 


- overworld map with X. Link’s tools of the 


fantasy trade include Swords, Shields, 
Bombs, Clothes, Boots, Gloves, Flippers 
(for swimming of course), Magic, Keys, 
Maps, assorted Treasures, and money in 
the form of Gems. 

Every role-playing type title requires 
maze running and mapping, but rarely, if 
ever, is it done as well as in Zelda Ill. As 
opposed to Zelda |’s basic overhead- 
view one-level movement, several “lay- 


ers” of tunnels and passageways can 


crisscross all on one screen! You climb or 


descend ladders and walls to jump from 
one layer to another. 

Visually the characters look like and 
are well-drawn upgrades of their car- 
toony selves. Awe-inspiring effects such 
as a chilling thunderstorm and the For- 
est’s foggy environs add welcome flavor 
to Hyrule’s many mystical locales. And 
music? Take a listen and you'll be spirit- 
ed away to Hyrule in no time. Old and 
new tunes are as absorbing as 16-bit 
sounds get. 


A Legendary Zelda 

To borrow a line from a well-known TV 
commercial, Zelda Ill is “a bit more excit- 
ing, a bit more challenging, a bit more 


graphic, a bit more colorful, a bit more....” 


Heck with it, Zelda Ill is a LOT more of 
those traits and then some. No word yet 
on what will and what won't change be- 
tween the Japanese and U.S. versions, 


“TDK: rae eRe: PAST 


but all indicators are pointing to a near- 
direct translation, so check out the fol- 
lowing highlight tips and tricks. Look for 
Link’s Super Nintendo debut within a 
month or two, at which time we'll print a 
blowout strategy guide. Be there or be 
an Octorok! 
The Legend of Zelda: A Link to the Past 
by Nintendo of America, $49.95 
Available in the U.S. Spring ‘92, 8 megs 


ra or ae 
{3 


ALE RE ESEE OND Ce daa 
apne eel 
eee aeaauedial y 
EGE Jest nea oRR eI 


exegesis aR ONIN Fe- 


— Ure — 
Boe 


PROTIP: Plead your case to this sitr 
soul and he’ll fork over a weak b seo 
able sword. Your next blade’s sta 


in Fog Forest. 


yet Mi are hie tae wer 7 ee 
eo, rol “— dust! Link must 


PROTIP: Pull the right-wall lever with all 
your might to unlock the door. 


Re st 
; tit 
= 


t look down and leap feet- 
dron to fall into a 


Zelda’s world is PPT: 4 
ave 0, Nave Link lift this 


jooking than ever before. bush to 
MUSH tO uncover a | 
palace, a back entrance to the 
first into this caul 


bonus treasure room. 


PROTIP: Don 


on pe 


jt 


hockout 


tis 
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Shadow Blasters (Genesis) 


| There is an easy Way to beat Ashura, 
> es om | the final boss in Shadow Blasters. 

P a, When you reach Ashura just start 
Centurion - Defender > Drae’s Secret Power- i spinning in circles and blast him when 
of Rome (Genesis) "| | recently discovered a Up Station! | you get the chance. You'll take some 

1 tion near the end of so i wer Up sta- | hits but if your ship is high you'll blow 
Just before Count diner Castlevania IV, Ashura away in no time at all 
ula’s lair is a stair- 


Devil’s Crush (TurboGratx-16) 


Here are codes for this difficult game, More Passwords for this 


along with the responses you should ey ag Great Game 

give to the ambassadors when you're i ae eee | tere are some strange passwords for 
negotiating with other countries for al- pees ial gana Devil's Crush: 

Fe THEDEVILSI: This gives 

liances. Leap off the ledge and oleate gives you over 


Country Minimum Legion Response invisi . 445,000,000 points and 70 balls. 
Rank si co De platform. Then jump left one ONECRUSHME: This gives you over 


more ti : 
(1) Sicilia Centurion Infantry = FN,A aes Fade On a second platform, P| 594,000,000 and 27 balls. 
(0) Dalmatia ‘Tribune =» Cavalry NN A e edge of the screen. 


(3) Germania Legatus Cavalry NEFA ie Page Seconds and tons of 

(4) Gaul General Cavalry N,FR,FEA | collect a ota down on you. You'll 
(5) Hispania ‘General Cavalry EN,A Whini a Bacon 2 a fully-powered Chain 
(6) Thracia Consul Consular =o, A Multiplier. To — and a Triple Shot 
(7) Macedonia Consul Consular FFA link theinvieis mM to the top-left ledge, 
(8) Armenia Consul Consular = FA luskagaiet isible sets of stairs. Good 
(9) Mesop. ProConsul Consular FFA Ben Count Dracula! 

(10) Arabia ProConsul Consular =F NLA Silver, Olivette, MO 


(11) Aegyptus ProConsul Consular FR, FR, A 
(Cleopatra Seduction: W, G, AC) 


(12) Mauretania ProConsul Consular F.N,A 
(Legend: F = Formal: FR = Friendly; N = Nasty; A = Offer 
Alliance; W = Warm; G = Gentile; AG = Accept) _— ) 7 
Note: For all of these answer “Low” Stormiord (Genesis ) 
when asked what tribute you require. Ni 

ine Extra Men 


Marc Beheim, USS Olympia Use this trick to snag nine extra 
men iis if Gf eS 


whene ’ 4 ZF 7 BAF 
ver you're running low. Just sf) 2 = a 


i game and hit Butto 


three times, B £ 

irc a ee C, and ButtonA |). THECRUSHEL: This enables you to see 

fives ut this thick as many || the end of the game with 999,999,900 
aS you like during the game | points. me 


Richard Gregory, Ballston Spa, NY 


ee 


5 Aci 


a 2 


Strider (Genesis) To reach Level 250, the final saak 
anent Dipodal Saucers use the code: MICKY. This en rto 
| Get Perm | ieee 7 |i you to play all of the stages prio 


THE Fer FIM cee ! 
3 , PLAYER 1 COMPUTER 


Use these Passwords to Dlay as China: 
First Championship Game vs. Mexico: 
PVDCR 


hit Button 5 Second Championship Game vs. 
mes, Button C, Up | ony: CMOPE 3 
three times. and Alas, Semi-Final Game vs. Canada: BFOOE 
aoe se “lene Finale Game vs. France: OADBR 
t but DO NOT to ) sey eae are: ___| Alexandre Fregeau, Quebec, Canada 
ries sa you lose a robot. Next, ms = 
.- ate robo-panther by Sar . 
: for a short while ; 
t sett a will go away and leave | Tove tne LA. Assassins | | 
—. nigatit robots! These robots to the Playoffs On offense, run the following four plays 
ie thes even if you die from hits] Passwords for each week of the for easy a a 
they return when you begin aneees Season for the Los Angeles Assassins: \ i ad 0 re quick TD's throw 
a ag Sh ay you Can ' €it Wide receiver 
"ieee next life. The wae = es screen or by Week 2: 6BBB BBLV BETy 2. Sunday Ride: For quick yardage to 
ee) themis by falling Week 3: 6VBB BBXX BEPV 


eo ; Ja 
aa 5 é 
me ee Bee 


; cross the 50 yard line throw to the left 
4 using a continue. Week 4: 6XBB B7VI BEJX running back. 
_ si 6IBB BBNV BEMX 3. Zig-Zag: For quick yardage or for 
6LBB B7OX BF4X scoring inside the 10 yard line throw to 
6KBB B7IV BFYX the left running back. 
6MBB BBOX BECX 4. Suicide: To score extra points after 
TD's or for Scoring inside the 10 yard line 
6OBB B8CI BFTI throw to the left running back. 
6FBB BLVI BFOX On defense, to stop the computer 
4 ee 6CBB BLIS IFMI with negative yardage and lots of Safeties 
Pe Here's a code that giv oe 67BB BSKI BF6X run this defensive play: 
ear" 924,000,000 points an ~¥ 64BB B5GS IFDI 1. Prevent: For the sack, blitz your 
» Fol EFGHIJKLMB . linebacker around the left side of the of- 
ot ; 's a code where you selecta * ORBB B5OS IFII fensive line. 
f Heres a ame but you only get |= : 6TBB BSPS IF7I 2. 3-4 Defense: When the computer is 
=) two player g e . - 68BB B5PS IF7I inside of your 10 yard line, blitz your 
| aone player gam . ' ; ; 
a . linebacker around either Side. Be sure to 
(You'll also have unlimited balls). |} Round 1: 6ZBB BSPS [F5] SS YOM Powerbooster to get to the = 


To score on kick returns, run be- 
Zach Smith, Appleton, ME Round 2: 6DBB BSPS IFGX ween the two men on the right and then 


sm Round 3: 6UBB B5PS IFLI run up the sideline. If you do this correct- 
BB) The Cyber Bowl and $099 900 % Youll Score every time 
. 65BB B5PS IFGX James R, Geiger, Fort Worth, TX 


paul Elliot, Ma 


Valis Mi pamce s) 
Level Select 


To pick your level in 


mmoth Lakes, CA 


Moon 


Here’s a way to select any of the first five 
levels in Moonwalker First, plug a con- 
troller into Port #2 and turn on the ma- 
chine. When you see “SEGA” appear on 
the screen hold Up and Left and Button 
A on Controller 2 and Press Start. Select 
a one or two player game. When you 
Start the game you'll see a display that 
Says Level 1. Press Left or Right arrows 
to change the level. 


Andy Valentine, Karachi, Pakistan 


PSP ar tr eS 
[> <> 4h <P < 
<P 4Fr 3° 
> <P => + 

<> <> 4) <P 


> <> <b> 4b ep 
' 


“FF. =F 
VSS 

AS 4 - ~ > ~ 

> = YOU VE BEEN CAaMAGEI 
(3 - « PO S$. 


~ ring . 
~~ at) Se) Y ee SETS 


To get “Punch,” a powerful but undocu- 
mented weapon, go to the Options 
screen and choose the “Weapon” icon. 
Then discard the weapon you are 
equipped with. You can pick it up again if 
you want to. 


=) Andy Wienick, Highland Park, IL 


al ag 
. g) a 


Power Ball (Genesis ) 
Hidden Teams 


itd 


‘. 
«thingal 


(Mexico, Ger- 
as your team 
C during the 


ee 


“4 me | 


| Fanine fa (Genesis) 


In World 1-2 of Fantasia there’s a 1-Up 
loop that enables you to max up i , 
lives. Near the beginning of the level yo 


7 can leap to a platform where you'll get a 


musical note that gives you a 1-Up. i 
you've grabbed the note peti . 

right until you reach a treasure ches So, 
Jump into the chest and you ll warp : 

to the beginning of Level 1-2. You ‘a 
grab the musical note and jump int ‘ 
chest to warp again and again unt 


| you've collected nine men. 


Christ D’Andrea, Union, NJ 


Select practice mode and advance to 
Hole 19. There’s no pin displayed on the 
screen, but you can Putt into a secret 
hole. Work your Way to the out-of- 
bounds top portion of the course and 
aim for the point shown in the above 


John Madden Football 
(Genesis) 


Rev Up the Playoffs 


ERSMN FPRESEnTs 


=} 


LOS ANGELES 


JF otite MADDON 


PLnrvore 
7 2o) 5 Oe i Pee ob 


ar 


RTLANTA 


Ft eye rm = 


Frve MEMEUTES 


Check it out! You can expand your op- 
tions in the Playoff Mode. When the op- 
tion screen appears, select Playoff Mode. 
“NEW” displays in the Password position. 
Press Up on the controller. You'll notice 
that the team matchups change. Each 
matchup change represents a new play- 
off schedule. For example, San Francis- 
CO Can start with Chicago, etc. Select 
the schedule you want, and then push 
Down until you reach a team name. 
Press Left or Right to select which 
game in that new playoff schedule you 
want to play. Experiment to find the 
dream playoff scenario! 


Clark Smith, San Jose, CA 


©} photo. And It'S good! 


| Fanatic Fan, Dr. Dave, and 
Colorful Commentator 


Stage Select 

Here’s how to select from Levels 1-9 
in Thunderforce Il. First insert Target 
Earth into your Genesis and power 
up the system. When the title screen 
appears remove the game from your 
machine and plug in Thunderforce II. 
Now hit Reset and “MD” should ap- 
pear on the screen. Press A plus 
Start to enter the Options menu. 
Now select your stage up to 9! 


Robert Perry, Mundelein, IL 


WARNING!! Tricks that involve re- 
moving games while the power is on 
can seriously damage your game 
system. Perform them at your own 
risk. 


Genesis wi Cart out 

vibes s ee turning off eos Need 

i ; Put Fantasia in and hit R woe 
Ve unlimited lives. Eset. You'll 


Todd Ogdie, Temple, Az 


Remember 
> Pull 
your system —n any Cart out of 


en the : 
) 
n can permanent Pees 


game unit. Perf y damage your 
O —e 
your own risk! ™ this trick at 


Golden Axe (Genesis) 
Nine Credits! 


Use this tip to begin a one-player game with nine 
credits in reserve. Select Arcade Mode, then press 
and hold Down and Left on the directional pad, mak- 
ing the warriors spin continuously. As you do this 
press buttons A and C simultaneously. Finally, let go 
of everything and press Start. You'll have nine credits 
credits instead of three! 


Brian Johnson, Ontario, Canada 


re on? To skip ahead 
C, Button B three 
_ Button © two 


times, and Button A fou es. You can 
repeat this procedure as many times as 
ou like during the game - all the way UP 


to the last level! 


(sure valia F/Neutrael /Hunye 


HP 123/713 al 
sp o7G 4 
pct 3S «St Go 
oa 
Gisnore whot? 
NG? 
Gola 
a cens 
Equip) ®focd enna: 
Lala cConce Se a aye nanaer ncaa en 


Knire 


Here’s a way to feed your entire party - 
without buying any food! No, it’s not a 
miracle. All you have to do is go to your 
command screen, select Share and then 
Food. Repeat this procedure several 
times and your entire food supply in- 
creases. You might even end up with 
more than 40 units! 


Here are passwords for the NHL 
championships for all 22 teams: 
Chicago Blackhawks: 
H5]3V79RM 
Calgary Flames: 
HS5LI9CY SOFPZPT22 
Pittsburgh Penguins: 
BN7Y34ZSP46D1T4R 

| Buffalo Sabres: 
BN6YXDK951COYVXS 


Toronto Maple Leafs: 


, - . es DHYLKFDGBOB4025P 


Quebec Nordiques: 
CA27Z8MNASY4SYLG39 
New York islanders: 
HREYVOXSCINWCI 9M 
Minnesota North Stars: 
HZ2B48N9HYSSMKBW 


Los Angeles Kings: 
CDS4KOGHCISIL6% 
Boston Bruins: 
HEPY7KLT9VX7CEFV 1 
New Jersey Devils: 
HL.7CMPMGS5WKZZS} 
Edmonton Oilers: 
BYPYPDL9VCSIL7BC 
St, Louis Blues: 
C473S8NMEJG3IMKO 


Vancouver Canucks: 
BLAJSLOYLTCP9ILDS 
San Jose Sharks: 
G75x97V901 OM6MNY 
Washington Capitals: 
FZX6 

Winnipeg Jets: 
HENBSSPZIWLIMZSN 
Montreal Canadiens: 
HL61CRI3NX49P TS 
New York Rangers: 
BI7ESMEOZG238V8E 
Philadelphia Flyers: 
HTPTRGHGWB79VHZE 


Detroit Red Wings: 


FFBILCIKI0YVWOV?2 


Danny Stark, Dakota, IL 


DG 


Use these 
ent stages inthe, ve (0 begin at differ- 
Level 1: 985206 e: 
Level 3: 394391 
Level 4: 52077] 
Level 5: 108048 
Level 6: 400718 
Level 7: 773224 
Level 8: 1654 ll 
Helicopter 2: 882943 


Super Mario ™ 
We 
(Super NES) — 


| ae a Finished Castle! 


Normally when 


“ 9 it rumbles to the euand. or mini- 
aled off forever. To and is 


re . 
beaten Castle, stan turn to any already- 


; d oni 
and Right at the to nit and press Left 


v of your cont 
seneahial McNeill, St.Paul, MN roller. 


f 


Defender of 


Centurion: 
Rome (Genesis) 


Own the World! 


=Re 


B| Tak about the ultimate password! Type in 
| this code to simply own the world: 


QDUA YQ25 5555 
55NK VKXW IPJl 
Michael Rieg, Medina, OH 


Super Mario and Super 
Luigi have been chas- 


ing the Koopa brats all 
over Dinosaur Land. When they reach 
big daddy-o Bowser, you know it's 
finally Game Bustin’ time! 
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LOCK AND LOAD 
BROCK ‘N’ ROLL 


Blast through incredible firefights in eleven deadly 
levels of eight-megabit mayhem. ROLLING THUNDER 2 


— Namco’s hot new sequel to the arcade smash hit. 


eee 


Challenge the terrorists alone, or hammer’m with super- 
agents Albatross and Leila together in TWO PLAYER 
SIMULTANEOUS ACTION! Passwords and unlimited 


continues keep the action rolling. 


TOIT 


Ag 38 
% an i in 3 8 


The Game Creator ™ 
NAMCO HOMETEK, INC. 


ROLLING THUNDER 2 is a trademark of Namco Ltd. ©1990, 1991 Namco Ltd., All Rights Reserved. Licensed by Sega Enterprises Ltd., 3255-1 Scott Bivd. Suite 102 
for play on the SEGA GENESIS SYSTEM. SEGA TM and GENESIS TM are trademarks of Sega Enterprises Ltd. Santa Clara, CA 95054-3013 


Those heroes-for-hire- 
and-fire, the Mercs, are 
tearing up turf in their hot 
Genesis title from Sega. Two interna- 
tional incidents need their attention: an 


3.) Burn rubber and 


et ara | 
handy-dandy all- Ger Outta there ta your 


wheel-drive, all-terrain Jeep. 


cr ok ome we one 


5.) PROTIP: Oh no, the super-destructo 
nuke’s already been launched! Crash and 
burn it with your Flamethrower and Mega 
Bomb Blasts before it turns all of Cleve- 


—— | land, and the rest of civilization, into one 


ex-president was abducted in the Ar- diation meting pot. 
cade Mode and a missile strike is im- nasty radiatio g 
minent in Original Mode. Now you can 


go Mercenary in style with these tips. 


SCORE 
493359 


4.) PROTIP: Select Burner to light up the 
enemy’s lives with his blowtorch in this 
darkened passageway in Original Mode’s 
Mission 8. 


6.) A Presidential hearty 


job well done. handshake for a 


eT PUTIP: At the end of Mission 7 in Ar- 4 a a ail PSS Sees aa a=e= 
Raa tia butt machine guns with a AY ee 
ck Copter. Take it out wi | 
Mega Blast Bombs followed by a f gy 
bursts from your rifle. 


eal ~ 


meme os 


THE EMO 


ey 
% \ 
BE 

| 


7.) All the terrorists have been 
scattered and the world is at 
peace once again... for now. 


2.) Another battle, another for- 
mer leader of the free world 
saved by the Mercs. 


i) 
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7. “Tear . 
| Lights; : ite a ; 

) Saimerg/ a, iad 
Hoot) 
ip Inig sof 
On Your pgs, 


' Edge 

Wres: Enter my one-year subscription to GamePro | a ews: 

(12 action-packed issues) at the incredibly ) ") 
Tacs; low price of $19.97. | save over 57% 4 (hy if 
Clicsr off the cover price! | y ji | "i / sail j 
a J Ove 
yews own Wa {jp . 'Sea 
t v6 <4 vol | Oy 7 ee "Spects, 
Soci ies! Ss Uy ol Ll J 
te j | 
stra ay | : al > | 
Name 4 
oO 
Address a ‘ the 
as So | : 
Words, City State Zip arcade? 
[| [| 
GamePro, PO Box 55527, Boulder, CO 80322-5527 
gept® Please make checks payable to GamePro. Basic annual subscription rate: $24.95. Send Foreign 

[n- sc! and Canadian oders, prepaid in U.S. funds, with $10/year additional postage. Please allow 6- Ex Cc lu = 
review weeks for delivery of first issue. 52SB P Si iv @2 


“ epedtion yourself by mining for miner- = 
"als, discovering new life forms, finding : 
alien artifacts,'and spatige ng ‘worlds: 
— . for colonization, : 2. 7@: re 


ws 6. oe gp e cancee ‘ 
& ‘* s & ‘+. — * * ce ® f ex = 


AS Captain; ° “YOUF: first task j is torrécruit:a°. 
“crew fiom five friendly-alien races! Each 
* race possesses certain innate Skills i i. a 
, Stiénce, ‘navigation, engineering, « commu-- FO omc const: | m8. mete 
~ nications, andamedicine: “You peer “Mining can be hazardo ns, fo your health. © Sd 


; Nes x ‘ ° 
Bee, ne i OO? scare 25 


| **yourwhard-eamed gash 16 upgrade their “i ing: their mingrals, but inate tld me a 
E “knowledge. You'll need each at some. “.. have long memories and you might aie oe 
“point. 80 train-your crewt - os oF thei help later. Skip ppitacy ‘arfd earn a Ls 
on inding thé-ight mix of facies for “cash: money by. npining and recom" et 
your, crewsis a lot of fun, but keep in. mending. planets for. colonization thes ee 
“mind {hat some races haté-eath ‘other. _Snaers fgesvare yood money. aa 
“Your choices are: Hurtians (you've mets ‘ | = 


e 


"Reaching for. the Stars. . “fer EM ergs 
= _. Outer space: RPG faris get set fora treat! > > 
Now you Can not: -olily save'theluniversé;” ° 
* Sut ‘you'll also have a great time doing. be i 
~ Starflight is arfevarfip of one.of therbest.. : 
ne - games ever made for IBM PCS. ‘Ble * 
: ~ _trofie Arts: programmed both-Versions,. * ss.) 
a and the Move tothe Genesis hasn't — 3 
eae i. bit: Thisgame'is aone. player cart iwith 
i: pe battery ‘backup. Al commends are mit Be 
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Starflight by Electronic Arts 
$69.95, 8 megs w/ battery back up 
Available now 


, 2 G E N E St 5 | 


By Monty Haul 


The three champions of 

truth, justice, and the Sega 
way — Gilius Thunderhead, 
Ax-Battler, and Tyris-Flare - were bored to 
pieces. Since they double executed 
Death Adder and Death Bringer in Golden 
Axe they had little to do but sit around 
campfires and brag about their accom- 
plishments to disbelieving audiences. 

Then suddenly a cloaked messenger 

stepped out of the shadows and pro- 
claimed, “The Golden Axe has been 
Stolen from the weapons vault once 
again. Our king has summoned you to 
defend our country from the deranged 
creatures of Dark Guid.” The companions 
Slowly nodded, fastened their sheaths, 
and prepared for a return to Golden glory. 


Brawl Buddies 


Old hacks will find Axe Il’s gameplay 
nearly identical to its predecessor, a side- 
view blade-buster set in a medieval fan- 
tasy-land. Two versions of “Axetion” are 
available: the Duel, a player-versus-player 
or player-versus-computer practice ses- 
sion and, of course, the Normal arcade- 
style game. You can go it alone, but the 
two-player simultaneous mode is twice 
as fun and double trouble for the ene- 
mies. Unfortunately, it’s also doubly 
difficult for you because two heroes must 
share all three continues. 

Combatants choose between Gilius 
Thunderhead, a dwarfish mini-axe ace; 
Ax-Battler, a fearsome sword-slinger; and 
Tyris Flare, a master of amazon fighting 
techniques. Each character has personal- 
ized moves and attacks, including some 
a bit different from the original Axe. 
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Dark Guid’s Do-Badders 

A long trek through thick and thin terrors 
awaits our main monster-mashers. You 
must complete six stages of action 
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which span ransacked towns, creepy 
caverns, and a heavily fortified castle, be- 
fore you even get a glimpse at evil incar- 
nate himself, Dark Guld. 


It's not clear if Dark Guld is a new- 
name version of Death Bringer or a differ- 
ent villain altogether, but he’s got great 
taste in royal weaponry plus a batch of 
brutes to back up his foul deeds. Of 
course basic “cannon fodder’ (human- 
oids) pollute the beginning levels of the 
game, but as you progress to higher lev- 
els you'll bang shields with grave-robbing 
skeletal wariors, tail-whipping lizard men, 
and spell-chanting magicians. The steroid- 
case bosses include twenty-foot tall trolls 
and headless knights in shining armor. 


Dragon Shenanigans 

Some of the smaller nasties ride mythical 
Creatures, like a fire-breathing wyrm and a 
tall-snapping beast, but you can mount 
them once you dispatch their riders. Make 
it a point to capture these scaly critters 
because your lives could depend on it. 


see een “Gore toe 4 
Ride the dragon to victory. 


Enchantment of the Axe 


One of Axe I’s most innovative features is 
back — each character has a different sor- 


gling death scream from Axe |, has been 


watered down to an obnoxious “blah” 
here. Axe Il’s challenge can be adjusted, 
but the game is no longer than the origi- 
nal cart. A final cut against the sequel is 
the unduly booooring end sequence. 
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In a nutshell, Axe Il is a fun free-for- 


Golden Axe Il by Sega of America 
. ) all which may not be a step forward for Price ini Available 
GErOUS aml SARE OU Can USC ra Axoholics, but isn’t a step backward, ei- Available Ja 192, 4 
last-chance neck saver. Knock out the | | P : ee 
ther. Any complaints are in 
wizards and: grab their spell books - each , " 
; i the “too bad” department 
one boosts your magical strength. Gilius : 
: and don't overly de- 
can master Earth magic up to a power of 
tract from an other- 
three, Ax-Battler’s tornados reach level ears 
; | wise solid slice-n- 

four, and Tyris knows fire to the power of discs Ce 

seven. The spells look different from Axe | b, - 
you've é os =< 
axe to ? 
grind, 
even if it’s a bit 
rusty, grab a 
friend and take 
a swing at 
Golden Axe Il! af 

Unleash the Amazon’s furious Phoenix. e 


but have the same damaging effects. A 
new option enables you to use only a 
portion of your incantations instead of the 
whole collection at once. 
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Axes to Grind 


We know you’ve been “axeing” for Gold- 
en Axe Il for ages, and yes, it’s a wel 
come addition to the Genesis library. 

But before you pay for your play, , “ud 
there are a few things you should / Li 
know. Although the graphics 

and animation are pretty nice ff 

by 16-bit standards, in 
some places they don't j 
live up to Axe P's reputa- fp 
tion. The music is pass- 4% 
able but sounds weak 4 
compared to the y 
emotional, hard- 4 
rockin’ beats 

from the original / 
chapter in Axe | 
history. One 

particular effect) 


the spine-tin- ¥ & 


By Speedy Buns 


hig) This single player run-n-gun 

arcade-style shooter begins 
in Los Angeles, circa 2029. A 
nuclear holocaust triggered by rebellious 
machines has shoved the human race to 
the brink of extinction. One human, John 
Connor, is leading his fellow beings in a 
successful revolt against the mechanoid 
monsters. In an effort to stop the uprising 
the machines send Cyberdyne System 
Mode! 101 - alias The Terminator — back 
in time to destroy Saran Connor before 
she can give birth to John. As futuristic 
guerilla fighter Kyle Reese your mission is 
to travel back in time to 1984, find Sarah 
Connor before the Terminator does, and 
Save her unborn son. 


One Life to Live 

Hey, if the plotline sounds complicated 
don’t worry, because the gameplay isn't. 
Beating Terminator’s six horizontally and 
vertically scrolling levels is all about sur- 
vival of the fittest - shoot and run to- 
wards the end of the level. And if you 
survive you really are fit - the game has 
four difficulty levels ranging from Easy to 
Very Difficult, and you’ve only got one life 
(no continues, no passwords, no return). 


i : 3 


To defend himself against menacing 
machine and human foes Reese arms 
himself with several different kinds of 
weapons. In the Future, Reese lobs an 
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unlimited supply of Grenades at the ma- 
chines. He can also snag Time Bombs by 
picking up Bomb icons hidden in different 
areas of the level and grab a Machine 
Gun about halfway through Level 1. When 
Reese travels back in time to 1984 his 
defense is limited to a sawed-off Shotgun. 


Hasta La Vista Baby! 


Each level mirrors the original Orion Pic- 
tures flick. In Level 1 Kyle battles his way 
to the heart of the Terminator headquar- 
ters and destroys the master computer, 
Skynet. Then he makes a break for the 
time-travel machine that sends him back 
to 1984. 


In the three different areas of Level 2 
Reese returns to Los Angeles in 1984 
and searches for Sarah Connor. He’s 
trailed by police, bomb-tossing SWAT- 
team members, and missile-firing chop- 
pers across the roof-tops of L.A. Reese 
finally tracks down Sarah in the TechNoir 
Bar — but so does the Terminator! 
a ———— —— 
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Level 3 takes place inside the Police 
Station where the cops have slapped 
Reese into a cell. He’s got to search the 
entire station until he finds Sarah. The 
Terminator’s hunting too! 


The climactic battle takes place in 
Level 4. Reese destroys The Terminator 
in a huge fire - or so he thinks. The 
flames merely expose the metallic skele- 
ton of The Terminator which returns for a 
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He’s Back... 

Game connoisseurs will note that The 
Terminator, which was programmed in 
the UK, features a distinctly European or 
“Amiga” feel, including a lack of big-boss 
battles at the end of each level. Although 
the gameplay is slightly sluggish in spots 
The Terminator is a satisfying, super- 
tough challenge for those who enjoy a 
game where the main strategy is simply 
to make your way to the end without be- 
ing destroyed. Digitized graphic screens 
of actual scenes from the movie give this 
shooter a nice polish. Sure he’s already 
been back on both the big and little 
screens in Terminator 2: Judgment Day - 
but that shouldn’t stop you from getting 
yourself terminated one more time. 
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The Terminator by Virgin Games 
$59.99 
Available February ’92, 8 megs 
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, By Big Rick Stuart 


(Gamers - - beginning this 


yoy month we're gonna’ be 
"asking celebs to check out 


their favorite games for you, This 
month’s guest celeb is Big Rick Stuart, 
one of the San Francisco Bay Area’s 
hottest DJ’s. Rick’s into modem music. - 
Punk Rock and Thrash, which makes 
him uniquely qualified for his job of DJ 
on KITS (LIVE 105)..Rick’s also into bik- 
ing which is why we chose him to 
check out Road Rash by Electronic Arts. 
He currently owns two Tnumph motor- 
cycles and a 1990 Honda C &.R 1000 
Sportbike. Big Rick considers himself an 
average gamer. His favonte games are 
car, motorcycle, and sports games. 
Thanks, Big Rick! - Ed) 


If you’ve heard of this race cart and 
thought it sounded hot, wait until you 
Slap it into your Genesis system and 
twist the throttle! Road Rash enables you 
to race a high tech sportbike against 15 
other bikers who try to beat you to the 
finish and also try to beat you over the 
head. While you retaliate you-must avoid 
Cars, COWS, Cops, trees, rocks, and just 
about every inconvenience imaginable 
while cruisin’ the best of California’s 
backroads at 140 mph. , 


You can jaa off rocks. 


Hey Ho, Let’s Go 

Button A is for brake, Button B is for go, 
and Button C is for (here's the good 
part!) slap, punch, and kick. Every time 
you hit the road. you face 14 other Road 
Rashers. As you try to pass by they'll 
punch you in the head, kick you. into a 

~ horizontal position, or, if they're nice, just 


Your job is to pass aS many other 
bikers as possible. Sometimes you gotta’ 
do a little bashin’. All the fighting is done 
on the bikes at full soeed around cor- 
ners, flat out full throttle on straights, and 
in mid-air! The object is not to kill the 


opponent. All you want to do Is pass ‘em. 


and move on. If you spend too much — 
time trying to eliminate the other riders, 
you waste time which isn’t cool ‘cause 
you need to finish in the top four on 
each track to move on to the next level. 
since there are five tracks in each level 
and five levels you’ve really got to. hustle. 


PROTIP: Never slow doen to hash with your 
fellow road rashers. Go as fast as possible 
~ you’ve got plenty of battles ahead. 
PROTIP: Once you're in fourth place during a 
race you may want to ride.more cautiously 
andjust keep:an eye on your mirrors. 


At each level the tracks. get longer 
and the turns get tighter. The first level is 
pretty easy. It's a good place to hone 
your Road Rash skills. 


Busted! 


By the time you get to the third level 
there are faster riders, more cars in your 
way, friendly officers to remind you of the 


penal code, and other annoyances that 
Slow you down...it get’s really tough. But 
wait, there's good news! 


PROTIP- When the roads oet tight you'l 
have to use the brake. Brake just before the 
furn and power through so you can be at 
full speed on the straight just after the turn. 


Keep it. Simple, Stupid! 
You don't shift. You don’t get any laser 
cannons. You don’t fight any alien mu- 
tants on sewer cycles. You DO get a 
smooth scrolling motorcycle race game. 
It's got really hot bikes with great de- 
tailed graphics. 

The screen shows speed, tach, 
odometer, stamina meters, two mirrors, 


~ and a timer. You can see the action be- 


hind you and watch as the riders you. 
race against take each other out. 


You Cannot Die! You. will Live 
Forever! (almost) 

The kind folks at EA understand that life’s 
not easy Road Rashin’ on California’s 
backroads. Therefore, you can’t die while 
you play this game. You can, however, 
run out of money! No matter where you 
finish at the end of each track you get 
some prize money. You can use the cash 
to buy better and faster bikes from the 
eight offered. Each bike is described on 
the screen with info about engine, 
weight, handling characteristics, and PROTIP: When you buy a new bike read its Get Your Helmet. Let’s.Go 
price. If you want a top of the line Diablo. description carefully. A big horsepower rete, 
1000 it’s a deal at only $25,000 (no tax!). heavy bike goes faster on the straights but Road Rasiis a fun game yOu San play 
is harder to control in turns. Stick with the night away. After you get the hang of it 
lighter bikes at first..They hanc you're still challenged by the higher lev- 
els. Password saves enable you to pick 
up where you leave off. All the grunts 
and groans of heavy bashing and crash- 
ing are there along with tire squeals, po- 
lice sirens, and cow moo’s. No lie. The 
bikes fly in mid air, jump rocks, rip 
around comers, and look great. If you 
love great race games this meets almost 
all of your criteria for an instantly addic- 
tive motorcycle 16-bit game with a 
somewhat sick twist thrown in. 


PROTIP: Crash im 1q damaaes your bike and 
can cost you up to 10 seconds in the race. 
Don’t crash! 


Hi fas? Has ae 


Unfortunately, you’re gonna’ crash. ff 
you don't crash too much you'll make it 
to the end of the track. Each crash 
makes your bike-run a little worse and 
handle a little poorer. If you crash out too 
much and don’t finish high enough: you'll 
run. out of money and the game is over. 
Boo hoo. The other way to lose money: is 
to get busted by the cops. Out run ‘em 
or it could cost you a heavy fine. The 
good news is that, unlike real life, it’s kind 
of hard to run out of money. 


iF ay with the fir 


Sen ne & Pel ui a PaVaved?.\ Fa Wragh 4 
r A ray nt 2 Fae ee ir ] Wt ff Bal 
hic iui a Py | 5 lone { } Gawd. MUOOHIIC., Fils t 


lias snsall nm tic } ila 
2aliyY Well On. TNS DIKE. 


EOCENE ENGIN SOIREE TEES 


e Big Rick rules! 
} j It's great! So listen up squid! Get this 
fe, game! Put on your leathers and I'll see you 
by on the starting line. Get a good look at my 


face. You'll be seein’ the back of my skid 
lid for the next 10 miles. Loser buys break- 
fast at Alices! (And hey, it’s a game! Never 
ride like this! But you knew that.) 
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By Doctor Dave 


M@\ Inthe 21st century, aliens 
aes from the planet Akirov cre- 
fT ate peace on Earth, but 
goodwill towards men is not part of their 
game plan. Now the Akirovians want 
Earth for their own. 


Robot-fu 

Heavy Nova is a hard-hitting, robot beat- 
em-up by Bignet U.S.A. In this far-flung 
future, wars are fought with remote con- 
trolled warriors are called DOLLs (Defen- 
sive Offensive Lethal Liberators) and 
there’s nothing cute about them. 

This 8 meg cart deals enough robot- 
ic hand-to-hand combat to keep your 
steel fists in a rage for hours. You can al- 
so challenge a fnend in the two player 
mode. 


Protect and Destroy 
In Heavy Nova the fighting doesn’t 
take you far, but you get a good work- 
out. The game consists of two mis- 
sions and a total of eight rounds. Mis- 
sion 1 consists of three somewhat 
easy rounds, which train you for the re- 
al battles later on. You walk from left to 
right and usually you can kick to pieces 
anything (except a force field) that 
blocks your path. Finish these prelims 
to graduate from training and begin the 
five rounds of Mission 2, where the ene- 
my DOLLs get really nasty. 
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Use the flying - roundhouse for a long 
range attack. 


Heavy Moves, Heavy-handed 
The objective here is quite simple, just 
beat ’em to a metal mess! But remember 
that they have the same objective against 
you. Each DOLL has 15 different moves. 
As you fight the boss DOLL, you can use 
offensive attacks, which include Back Up- 
percuts, Jabs, Punches, Knee Trips, High 
Kicks, One-Arm Throws, and Pile Drivers. 
You can also toss combinations. Each hit 
you score on an enemy DOLL saps its 
energy. 

Unfortunately the gameplay takes 
time to master. The button presses are 
simple but the button pressing is mushy. 
Also, the move that you use depends on 
your position, your proximity to an enemy, 
and how much power you've stored up. 
In the heat of battle these factors can be 
tough to monitor, so sometimes it’s tough 
to plan and execute a cohesive attack. 


Play with DOLLs 

Heavy Nova fights a good fight. This 
game is definitely original with a complex 
storyline. The metallic knuckle-bustin’ 
gets your adrenalin pumpin’, and the 
graphics are rich with fluid animation in 
the DOLLs. The sound track’s pretty hot, 
too. The game does get repetitive, so the 
two-player feature is a definite plus. If 
you’re into heavy metal martial arts, 
check out Heavy Nova. 


GamePro's Game Rating System 


OOD 


Graphics Sound Gameplay FunFactor Challenge 
Heavy Nova by Bignet 
$59.99 
Available now, 8 Megs 


If you love winter sports, 
but you aren't exactly 
thrilled about climbing out of 
your nice cozy bed to brave the cold, 
then Accolade’s got just the game for you. 
Winter Challenge simulates eight sports 
seen in the Winter Olympics, including | 
Downhill Skiiing, Cross Country Skiing, Ski 25 
Jumping, Luge, Bob Sledding, the Giant gs 
Slalom, Speed Skating, and the Biathlon. 
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A sleddin’ they go. 


Few winter sports simulations carts take 
advantage of scaling and rotation tech- 
nologies as excellently as this cart. Al- 
though Winter Challenge didn’t absolutely 
blow our socks off, it definitely thawed - 
us out of the video game graphics-deep = The controls are fairly straight forward 
freeze. Accolade’s done an excellent job _(1.€. Up for forward and Down to slow your crash and burn scenes, well, you'l 
of combining first-person perspective down). They are, however, highly respon- 


Lorna wt? ; sive so it’s advisable to train before Ee ERY a Nae uel PEON eS 
play with realistically-scaling background heading off to competition really fly when you wipe out. When you 
graphics. The trees and the snow whizz , want to relive a major wipe-out, or a mo- 


past you at a natural pace and, yes, ‘ ment of glory, there’s an Instant Replay 
things do get bigger as you approach aes ee eis option which you can activate immediate- 


them and smaller as you leave them be- ly after you complete (or crash) a round. 
hind. The music doesn’t rate quite as 


high, however, so feel free to turn a de- 
cidedly deaf ear. 


For those of you who have to have 


As far as sports-style simulation carts go, 
Winter Challenge is a breathe of cool 
fresh air. If you missed out on the PC 
version of this title, don’t miss the Gene- 
sis-boat. It’s fun, it’s challenging, you can 


The game begins with a Menu selection 
screen, which offers two ways to tackle 


the action. If you’re a real hot-shot you play it with a friend, and you don’t have 
can dive head first into Tournament to freeze your buns off doing it! 
Competition mode where you choose 


your competition from some of the GamePro's Game Rating System 
world's finest athletes. If you’re not quite < ig | a ie a 
SO adventurous, go for the Training Mode (00) (0) 
to get a feel for your “snow legs” and Ww Ww 
sharpen your skills. Graphics Sound Gameplay FunFactor Challenge 


Winter Challenge by Accolade, 
Available now 
$59.95, 8 megs 
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By Earth Angel 


Five hundred years ago a 

cataclysmic battle between 
the gods Nexus and Void 
split the Rod of Creation in two. Now as 
Buc, a sorcerer’s apprentice, you must 
find six Rings of Power and reconstruct 
the Rod. If you can't, all is lost. 


Rings at Your Fingers 
Brave voyager, as you seek the 
Rings in this massive role play ad- 
venture you'll travel far and wide 
across the varied terrain of Ushka 
Bau. Scan the land from a 3-D 
perspective similar to that of 
Populous. Journey from town to 
city, continent 


ORR AAS PIE 
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In addition to this 3-D view of Ushka Bau, 
you've also got the ability to zoom. 


to island, by land, sea, and even air as 
you assemble a band of six skilled ad- 
venturers, (Knight, Conjurer, Enchanter, 
Necromancer, Archer, and Sorcerer). 


PROTIP: Use the Dragon Stone to hitch a 
ride. Go to an area with flat land and when 
a Dragon appears hop on board. You'll 
need lots of food and lots of money, to 
keep him happy. 


Although you are free to wander 
wherever you like, your only chance of 
successfully finding the Rings is to sys- 
tematically search each area and listen 
carefully to the clues and hints of the in- 
habitants. Your party will be in constant 
need of supplies — food, water, gold, 
weapons, trade goods, and special 
items. Fortunately, most of the towns you 
visit have stores where you can purchase 
supplies, inns where you can rest, tem- 
ples for healing, and more. 
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PROTIP: If you need gold look for a large 


guild with lots of treasure. Grab it, exit, en- 


fer another building, and 


then return to the Guild. The treasure 
chests regenerate — with different treasure 
each time! 


PROTIP: Learning to trade is crucial. When 
you enter General Stores buy tradeable 
items such as Gems, Blades, and Flowers. 
There is one item that the inhabitants of 
each town crave. 


Nice Guys Finish First 
Your journey across Ushka Bau is far 
from easy. The inhabitants of some 


This field of battle features graphically de- 

tailed head-to-head encounters. 

townships will be ready to help you. But 
make a mistake, such as failing to 

2 pay taxes, not giving to the 

poor, or harming a townie and 

_ your popularity 

/ plummets. 

Nasty creatures 

abound — from bears 

to roving bands of evil 

necromancers. You battle 

for your life - and lose it of- 

ten - in classic RPG-style 
Static-screen battles with 
great 3-D graphics. 


For Power Players 
Massive is the best word for Rings 
of Power, a quest reminiscent of 

the classic Seven Cities of Gold. In 
fact, the game comes with a gi- 
gantic manual that includes a 
complete run-through — and even 

then you’re looking at upwards of 

150 hours of game time. Despite 

some choppy scrolling, the 3-D view and 

the up-close and personal battle scenes 
lend this RPG a unique feel, especially in 
tandem with the terrific tunes. You have 
to burn some time to nail down the com- 
plex gameplay, but the compelling story 
line and challenging quest make this 
game a must for video adventurers. Ring 
up Rings of Power. 
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Rings of Power by Electronic Arts 
$59.95 
Available January, 8, megs 
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Stages that you complete, you acquire 
rae another Spell, and you can toggle easily 
among them at any time. 


Time trip back to the Roar- 
ing ‘20's in El Viento by 
Renovation. El Viento? That 
means “the Wind,” and an ill wind 
definitely blows through this hot, 8 meg, 
horizontally scrolling action/adventure 
game. In 1928 New York City, a bunch of 
mobsters and a weird religious group 
have banded together to summon the 
vile wind demon, Hastur — not good! You 
guide a beautiful young woman named 
Annet in an attempt to crush the crazies - 
before they make the Big Apple rot. 


Stage Fright 
EI Viento is a hair-raising adventure that 
keeps you on your toes. There are eight 
Stages with 20 scenes total. Annet be- 
gins on the mean streets of New York. 
She must then fight her way through the 
SpeakEasy night club and an automobile 
plant. Each level takes place in a different 
urban setting such as underground sew- 
ers and massive skyscrapers. 

The place is overrun with hitmen 
and assorted mystic vermin, such as 
sneaky serpents and deadly birds. In the 
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Annet is ready fed battle 
Weapons of the Wind 


As Annet, you get some impressive fire- 
power. Your primary weapons are bladed 
boomerangs, but the Wind Spells do the 
real damage. You begin with Fire Balls, 
which enables you to throw flames. 
Throughout the game you acquire four 
more Spells such as Water Current, 
which shoots a destructive water current 
along the ground; Wind Cutter, an awe- 
some wide-area blast; and the self-ex- 
planatory Explosion. For every two 
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last area of each stage, Annet takes on 
some of the toughest boss creatures and 
devices around. 
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Set aletaletalats 


Use the Fire Spell to destroy this serpent. 


Play Up a Storm 

Here’s a cart that’s ultra tough, but fun 
and looks good, too. El Viento has splen- 
did graphics and animation. The colors 
seem limited in the beginning levels, then 
the pallette paints up a spectacular storm 
as the game progresses. Nice-looking 
cinema screens enrich the storyline after 
you complete a level. 

Just like the wind (EI Viento), this 
game moves fast! Annet is very easy to 
control, but this is NOT a cart that you'll 
breeze through in one sitting. You’re limit- 
ed to three continues and the upper lev- 
els become positively spastic! 

If you’re hyped for a thumb-bustin’ 
action game, give El Viento a spin. You 
just may be blown away! 
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El Viento by Renovation Products 
$69.99 
Available now, 8 megs 
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PP ROO REVIEW. 


By Van Goat 


Looking for a change of 

pace from all the fightin’, 
shooting’ , and blastin’ on 
your Genesis? Well, now you can create 
rather than destroy with Sega’s unique, 
graphic arts cart, Art Alive! In this sim- 
plified computer drawing program for 
art novices, there isn’t a single Boss or 
‘nemesis in sight; however, video pals 
Sonic and ToeJam and Earl do make a 
brief and welcome appearance. 


Electronic Easel 
Art Alive! transforms your TV set into a 
video canvas on which you create visual 
masterpieces with a vanety of drawing 
tools, colors, and animation options. You 
draw by using the control pad and an 
onscreen cursor, which appears as a 
crosshair, a pencil, or a spray can de- 
pending on the graphic tool you use. 
Anyone familiar with personal computer 
art programs will start drawing instantly, 
and beginners will take just a few mo- 
ments longer to hit the paints! 


EE ER IEG 


Everything you'll need to create a video 
masterpiece! 

At hand are 8 tools to draw, paint, 
and create shapes. The most versatile is 
the Pencil, which you use for freehand 
drawing. The Eraser does what erasers 
do; however, here you can also use it as 
an illustration tool to add special effects. 
The Curve Tool creates precise, curvy 


lines. The Free-Form Tool creates straight 


lines of any length, which can be con- 
nected to create enclosed shapes. The 
Fill Bucket automatically fills any en- 


Closed shape with one of 16 primary col- 


ors or 4 contrasting patterns. The Spray 
Can paints like an airprush, and, as with 
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a real airbrush, the longer you 
spray on one spot, the heavier the spray 
color. The Circle and Rectangle tools are 
self-explanatory. If you make a mistake 
with any Tool, a handy Undo feature en- 
ables you wipe out your most recent 
stroke. 


Use the eraser as a “reverse pencil” for un- 
lined shapes and special effects. 


Experiment with airbrushing a variety of col- 
ors over the same section to create different 
shades and special effects. 


Art Alive 


Art Alive! earns its name with a collection 
of Special Features that breathe life into 
your artistic efforts. The Stamps option 
enables you to instantly imprint the 
screen with one of several well-rendered, 
predrawn pictures of people, animals, ve- 
hicles, or even Sonic the Hedgehog and 
ToeJam and Earl! You can also create an 


original stamp image with your art 
toolbox. The Backdrop feature al- 
lows you to choose from one of 
six black and white background im- 
ages ranging from a coastline to the 
interior of a house, which you can 
-- color. Use the handy Text feature to 
add messages or descriptions to your 
illustrations. 
The most fun feature of Art Alive! 
is the Animation function. Use it to 
make any Stamp image “live” with 5 
preset motions or create a custom mo- 
tion using your directional tools. Draw a 
radical, bizarro alien landscape and have 
ToeJam or Earl strut through it! Unfortu- 
nately, you can only feature one animated 
item at a time. 


If only we could frame it .... 


Painting by the Bytes 
Beauty is a fleeting thing. One drawback 
of Art Alive! is the inability to save your 
creations; however, they can always be 
videotaped for posterity. Art Alive! is also 
too simplistic (think of a color video Etch- 
A-Sketch) and limiting even for accom- 
plished digital artists, but that is clearly not 
the audience that this cart is intended for. 

Art Alive! is a welcome change of 
pace from standard video game fare. It 
presents a stimulating and entertaining 
interactive activity for younger 
videogamers or aspiring computer artists, 
and as a primer to fully-powered com- 
puter drawing programs it’s great! Who 
knows, a couple years from now, you 
just might be playing a video game illus- 
trated by an Art Alive! graduate! 

Art Alive! by Sega of America 


$39.95 
Available Now 


* FEE AP Oe . : * . 
Le Wy -- pRoTP: Move yolir warrior to the head of 
. ),* your line-up id case a -reasliens combat i is * 
‘ sy fought in a tight akea. * 


Arms Race . : 


Whether on fo@t or in the air, you"ll havea . 


wide. variety Of atom- -blasting weapons at 


: By | VideoHead , : . 
: : your disposal (if you can tind, Steal, or “gure © 
e Welcome to the 25th Cen- interstellar Pils, Chills - . chase therm, that is). In land- based combat 
_ tury... The corrupt Russo-" and Sp 4 .° * you! ‘ll whip out Pistols, Swords, and * 


: : American Mercantile (RAM) 
re @ Ties createda planet- basting: weapon 
" Called the Doomsday Laser: At the Same 


time 213t-century legend Anthony “Buck” 


Rogers has"defrosted from a | deep 
freeZ8. You and your'team of Buck- 
+ wannabes join the rebel‘New Earth Orga- 

¢ « nization (NBO) to help Buck preyent the 
RAM frdm shafting Earth ® =e 


, 


The Countdown to Doomsda Vy rhas begun 


A Team Effort 


In order to fulfill your mission you assem- 

. dea band of e's) to six characters from 

.various space races including Humans 

‘ Tinkers, and Desert Runners. Each mem- 
ber of your team is trained in a | Special 

* * profession such a6.Rocket Jock, Medic, 

‘ * Rogue, or Warrior. They can also learn 
supplemental skills like Rocket Piloting, « 
Programming, Stealth, Demolition, and 

+ FistAid.* , oe 


. 
* 


NO forces: confront the RAM in n devastated 


mi adventures «iN a plausible future.” * You'll 


Fot those poragewith typicat role-playing 


Latinchers, and quring ship-to-stvip,battles 
game ( (RPG) fare, Buck offers original SCi- ade pb 


you'll fire up ‘ Lasers, ‘Missiles, afd Plasma 
+ guns. Other itams include Arner, Gogdles, 


visit feu plangts, lots, of alien — aft, — Demolition Charges, and Antiddtes. 


;' 


and an‘asteroid belt, to parte afew, 
Most of these locales aye inhabited and 
you better believe the natiyes aren't 
4riendly. Robots, Acid Frogs, Hyper 
scorps, Space Rajs,*trqops of Experi- * 
mental Combat Gennies (ECGs), and 
hostile RAM forces make life miserable, 
for your team. To survive the perils of in- . 
-tergalactic travel you must mastey oyer- i 
head-view filght, three-quarters perspec- + =a = 
tive tactical land-based combat, ant No one can hear you scream... « 


even Ship*td-ehip corabat from a first- - PROTIP: Arm your Desert Runner with a 
- person point-of-view. Our friend Colonel. Crossbow pronto. *.., 


* Rogers appears occasionally to lend a | 
. Bet’on Buck: | . 


hand, along with NEO-aligned personali- 
ties Gol. Wilma Deering, General Carlton Buck Rogers: Countdown tg Doomsday 


Turabian, Desert Runner.chief Tuskon, « PY Strategic, Simulations and Electronic 
and digital RAM-defettor Scot. Dos, 
You’ d never see’Buck’s corner of the. 
universe in a day, so three battery-save 
files are provided. 


. Arts is’a classic example of RPG near- 

* peffection. It’s fled with fun and interest- 
"ing graphics; killer weapons, scads of se- 
‘.. riously nasty monster-types, and plenty 

~ Of places to go and things to do. The 
repetitive non-stereo music needs im- 
provement, but the sound effects make 

« up the difference. Especially excellent is 
the two-part end fight. Even if you're un- 
familiar with the Buck “space operas” of 
yesteryear, his console cart is a great 
ee eee 
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, PRORP: Your party should consist of one 
Rogue, two Desert Runner Warriors, one niger than the opposition. _ 0S ie 
eee and two wan ale > DROTID« Aim ter thet ones’ Clinic aah _aalies Sound “ane Fun 

" sure to train two characters other Zee 
= | rans rat na shies ae, an es e 
- . « your Medic with the First Aid skill. . ns "Buck Rogers: Our 
8 megs + Battery back-up 
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GENESIS 


PAO REVIEW 


By Doctor Dave 


If you’re a fan of shooters like 

Forgotten Worlds and R-Type, 
you MUST check out Trouble 
Shooter for the Genesis by Vic Tokai. This 
game not only delivers awesome shooting 
action, but you'll even score a few good 
yuks out of the humorous storyline that 
flows through the game. 


Girls’ Night Out 
Your heroes in this single player 
cart are two woman wariors, 
Madison ‘and Crystal, who 
must rescue young Prince 
Eldon from Blackball, a B-A- 
D man. You play Madison 
but you have limited con- 
trol over Crystal - as with 
R-Type’s option satellites, 
she shadows every move 
you make. 


Double Trouble 


This ammo-packed shoot- 
er consists of five Stages. 
The action scrolls horizon- 
tally and vertically in side- 
view perspective. You must 
blast your way through action- 
packed areas such as a shop- 
ping plaza, an underground hide- 
out, and even around a huge 
spaceship (a’la R- Type) called 
“Colossus.” Blackball’s forces 


x 


» <4 


Crystal 
.. 


Madison and Crystal are the team that takes 
the screen. 


are basically different types of robo-mechs 
led by four slick-looking stage-bosses. 
Madison and Crystal fly through each 
stage and lay down some heavy-duty fire- 
power. Madison fires her cannon ahead to 
the nght, and you can make Crystal swing 
around to fire her weapon either left or right. 
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Don’t worry about firepower. At the 
beginning of Stages 1-4, Madison can 
select special weapons which empower 
the team with awesome forces such as 
the Lightning Storm electric bolts, the 
Tidal Wave's vertical laser, the Blizzard’s 
Swirling energy field, and the Avalanche’s 
concentrated wall of missiles. You can 
shoot Cargo Pods to release power-ups 


such as Firepower which increases your 
firing strength. There are also Speed Ups 
and Slow Downs to adjust your flying 
speed to match any obstacle. 


1a-a) aaa HI-Ts30Gs CHEST eee 


Use the Tidal Wave weapon to create a shield 
in sticky situations! 


Look for small red bearts that appear in hid- 
den places to increase your life meter! 


There are plenty of Cargo 
Pods for power-ups at 
your disposal. 


| No Trouble 
Here! 

Even if you think there 
are too many Genesis 
shooters around make 

= 7 room for Trouble Shoot- 
er; it’s superb! The brightly 
colored graphics are beau- 
’ tiful and painted in the style 
of Japanese cartoons. The 
digitized voices and sound 
effects are great. Every level is en- 
hanced with multi-scrolling back- 
grounds and different soundtracks. The 
game also packs dynamic gameplay with 
the controlling of two characters by one 
player. Three difficulty settings keep the 
challenge at your level. Just remember: 
don’t give up! There’s a great surprise 
ending that’s truly something worth Trou- 
ble Shooting for! 


\ Ps 
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Trouble Shooter By Vic Tokai 
$40.50, Available November, 4 megs 
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By Fanatic Fan 
B Greetings, sports fans! Fa- 
7S pi natic Fan here with a look at 

(i the latest installment in the 
R.B.I. Baseball series. Yes, there’s anoth- 
er one! For R.B.I. Baseball 3 Tengen 
turned its attention to the Genesis, un- 
doubtedly the best of the many R.B.I. 
games available. 


Just like every other R.B.1. cart last year’s 
Major League teams are here (1990 ros- 
ters), including the National and the 
Amencan League All Star teams. But Ten- 
gen has added a special bonus this go 
‘round. All the league champions from 
1983 through 1989 are here, which allows 
you to play some intriguing match-ups. 


Rickey takes third! 
PROTIP: Oakland’s 1990 ball club is a good 
team to learn with. They have it all! 


One drawback to having older 
teams in a video game is that retired 
players require a different licensing agree- 
ment in order to use their names. Here 
fictional names replace many of the play- 
ers you'd expect to see, although their 
Stats remain in the game. 


Real player names and stats are half the 
battle when creating a good baseball 
game. Unfortunately, that’s all you usually 
got in an R.B.I. game. Graphics and real- 
ism were always secondary. Not so in 
R.B.I. Baseball 3! 

R.B.I. 3’s graphics fare well against 
the current measuring stick — Ballistic’s 
Hardball! — also for the Genesis. The 
players are detailed and have the correct 
uniform colors. The pitcher/batter con- 
frontation screen is spectacular, and the 


on-field graphics, where most baseball 


games usually falter, are solid. 


SmDr onD 


RBI 3 has impressive graphics. Check out the 
pitcher-batter screen! 


PRB 
BASEBALL 


fe. ¢ 


Although the graphics sparkle on this 
cart, sound is a mixed bag. The sound 
effect of the bat smacking the ball is 
great, and the background music is gen- 
erally unobtrusive (plus it can be tured 
off). Unfortunately the umpire voices are 
a major bummer. The home plate ump 
sounds robotic, and the on-field umps 
cough out weak “foul” and “safe” rulings 
as if they’re choking on furballs. 


I’ve fallen and | can’t get up! An Oakland A’s 
outfielder misplays a flyball. 


PROTIP: Use the Easy level for batting and 
fielding practice - the computer's in the 


Pee Wee League here. Medium is good 


__ once you’ve mastered fielding, because 
~~ there are no ball markers to spot fly balls. 


Don’t let the Hard level scare you away - 
it’s not impossible. 


PROTIP: Right-handed pitchers should use 
the outside fastball against right-handed 
batters and the inside fastball against lefty 
hitters. These pitches tend to generate a 
lot of easy grounders to your shortstop and 
second baseman. Lefty pitchers should go 
with the outside fastball versus lefties and 
the inside cheese against the righthanded 
batters. 


You'll get an instant replay when you make a 
great play. 


R.B.I. 3 is set for a brand new season, but 
it retains some traditional R.B.|. tendencies. 
Tengen finally included the ability to dive or 
jump for a ball. Hallelujah! It ain't baseball if 
your guys stand there like robots! You get 
the same behind-the-batter perspective 
when pitching or hitting, and three-quarters 
birds-eye look when the ball is hit. Pitching 
IS still the same mix of fastballs and “squig- 
gle” pitches. With a behind the batter per- 


spective, it’s nearly impossible to do much 
else. 


There are no surprises in R.B.|. Baseball 
3, other than the incredible graphics. Ten- 
gen has taken some major league steps 
since the release of their Nintendo base- 
ball classic, sooner or later they may just 
hit one out of the park. So stay tuned, 
sports fans! 
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R.B.I. Baseball 3 by Tengen 
$54.95, Available now, 4 megs 
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39\\_ F-22 Interceptor by Elec- 
tronic Arts is a top notch 

>” Genesis jet combat flight 
as — in fact it’s the only Genesis 
flight simulator patrolling the video air- 
ways. And that’s “flight simulator” not 
“flying game.” This cart isn’t at all like ar- 
cade aerial shoot-em-ups such as After- 
burner or Air Diver. 


In F-22 you really must “fly” to survive. 
For example, taking off, landing, and re- 
fueling in mid-air are all potentially fatal 
operations for greenhorn pilots. You can 
stall the aircraft or fly into the sun so that 
you're blinded by the glare. Turn too 
tightly and G-force slams you with black- 
outs and red-outs. All this can happen 
before anyone starts shooting at you! 


F-22’s polished polygons. 

ments the basic visuals with slick animat- 
ed story sequences, sharp equipment- 
selection screens, nice 360-degree scans 
of the jet, and a monitfying “killed in ac- 
tion” scene. 

The sounds are cool, too. Digitized 
vocals bark warnings and command you 
to shoot. Live jet engine noise, and mis- 
sile thumps keep you on guard. 


F-22’s controls produce precision flying. 
That’s great, but at supersonic speeds it 
also means they’re sensitive. You can pi- 


Modify the game to match your flying skill. 


outfit the F-22 with six types of missiles 
from the real-life Air Force arsenal includ- 
ing Sidewinders, Sparrows, wire-guided 
TOWs, and television-guided Mavericks. 
PROTIP: TV guided missiles can be tough to 
control. Get as close to the target as you 
can before you launch them. 

All the hardware is essential. The ac- 
tion is intense when you run up against 
nasty waves of MiGs, choppers, mobile 
missile launchers, tanks, and surface-to- 
air missiles. Expect defeat — often. 


Here’s how you see most of the action. 


Be prepared to log massive flight 
time. You fly in four theaters — the United 
States, Korea, lrag, and Russia — each 
containing a whopping 30 missions. Create 


your own tactical nightmares with the Mis- - 


sion Generator or try the Aces’ Challenge 
where you take on two and then four aces 
simultaneously. 


The cart’s looks are polished and familiar. 
The graphics are polygon-based like 
many personal computer flight simulators 
and aerial coin-ops, but F-22 supple- 
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lot the jet from three views. Most of the 
time you'll rely on the first-person cockpit 
look. There’s a wide-angle Heads-Up 


Behind-the-jet makes flying easy, but there 
are no instrument — 
Display view and an € externa 
which, too looks fo 

the jet. 

PROTIP: Use the different view options. 


Chase is good for ground attacks. 81..D. is 
good for dogfights 


hase view, 


The cart’s great attention to detail ex- 
tends to the armament. Cannons are 
standard equipment, but you can also 


PROTIB»A Afterburmers enable you to outrun ‘2 
anything, but they chug fuel like crazy. 
PROTIP: To elude missiles Bank hard right 
and then hard left. Confyge heat-seekers 
by heading into the sunand then banking, — 
PROTIP: In a pinch yote¢an use air-to-air 
nissiles on ground tatgets and vice versa, 
in both cases they aren't @ as ACCES 


F-22 is a good flight simulator 7 OF any - 


Standard. Fledgling fliers will have a heck 
of a time trying to master the controls and 
fiddling with the options. However, veteran 
video jet jocks will go supersonic! The 
Mission Generator alone is inspired. Take 
off with F-22, you may never come down. 
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F-22 Interceptor by Electronic Arts 
$49.95 
Available now, 8 megs — 
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PAD. REVIEW 


By Road Kill Warrior 


Hey, bud, when it comes to 

the sand and surf, California 
has had the advantage over 
most states. Not any more! With Califor- 
nia Games by Sega you can bring the 
beaches home and compete in five 
gnarly California-style events! Radical! 


California Games is a mondo collection 
of five separate cool events: BMX bike- 
racing, Footbag, Roller Skating, Half-Pipe 
(pull some gnarly skate board moves in- 
side a giant half-pipe), and Surfing. Like, 
play the events in order or just check out 
your favorites when your karma’s right. 
Ya gotta’ be totally hot to beat some of 
the events, but you can adjust the 
difficulty level of the Footbag and Surfing 
events to sila ne ory 


Baggin’ it by the Golden Gate. 


This is totally awesome because it gives 
dufus players a chance to kick some 
sand in someone’s face. 

Of course, the real challenge in a 
cart like California Games is the chance 
to compare your skills with your buds’. 
Or, in this case, up to NINE buds! Yup, 
it’s no problemo! Up to nine dudes can 
compete at the same time — and, like, 
you can even share one controller! And 
since you can play it with nine dudes 
you know what this means don’t ya? 
California Games is the perfect party 
game! This hot cart even has a high 


score board so you can keep a record of 
who's making the most points and tag- 
ging the title of “Big Kahuna.” 


. £ 
PROTIP: Don’t set the difficulty level at its 
lowest for the Footbag and Surfing events 
unless you really need the practice, other- 
wise you'll only get half the points for each 
maneuver if you do. Bummer! 


The graphics and animation in California 
Games are totally awesome. Really cool 
multi-level scrolling makes the surfing 
event look more like a film clip than a 
video game! The animation’s colorful and 
smooth as sand. When your skater flies 
off his board, you'll be reaching for the 
band-aids! The sounds are wild too, with 
bouncy beach tunes and gnarly bone- 
crunching sound effects. Don’t have a 
perfect beach near by? No problemo! 
California Games is the perfect solution! 


An old surfer dude once said, “a game is 
only as good as its controls.” California 
Games isn’t too shabby in this area ei- 


Uae 


2. 


ther. The controls are very responsive 
(like, tt does what you want when you 
want it!). This is super importante, espe- 
Cially when you are trying to do a hand- 
plant! Timing is the key to becoming a 
master of the events. 


PROTIP: | Don 7 try ee od off its onal) jumps in 
the BMX event.. if you land on your head, 
you're one dead dude! 


PROTIP: If you get the timing of the jumps 
down while Skating, you’re gonna’ nail the 
entire event. 

PROTIP: To gain speed in the Half-Pipe 
you've got to “pump” at just the right 
places on the pipe. 


Hey, gamers, whether you’re a California 
dude or not this game’s cool. It looks 
awesome and plays great, and, like, it’s 
got stuff in it that you’re not gonna’ see 
anywhere else! So hit the beach, or hit 
California Games! 
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California Games by Sega of America 
$49.95, Available now 
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factories in the North Pole, To 5 aie him 
you must become a landlubber, so 
you're issued a Robosuit to keep your 
se age on land. Hence your new | 


ne ‘squish game takes place through 
nine rooms in Santa’s toy factory. 
Robocod’s graphics are good-look- 
ing and sugar-coated. The lushly painted 
bales gooey include giant teddy 


| bie Robocod express! 


- James Pond II looks light-hearted, But 
~ don't let that lull you into thinking the cart’s , 
a pushover. Each room is filled with Tricky ¢ 
deadends, and Maybe’s men- 


agerie sin the seme on. 


Maybe’s mh : 
- includes snakes, 


~ playing-c card 
Dabecs 


pull himself out of hot vas Pond : es 
“streeeetch” upwards like a rubber band — 
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Hey, it may sound fishy but Robocod can make 
like a snake. 


ee 
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cutesy shana 


younger gamers or the ereinaly sweet. 
However, saving Santa's toys really pumps 
your brain. There’s something fishy going 
on here, and that’s a good thing. 
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James Pond Il Codename: Robocod 7 
2 _Eletronic Arts © 


Once in a while a game 
comes along that’s 
beautiful to look at and a 
challenge to play. Among Genesis carts, 
Strider and Castle of Illusion Starring 
Mickey Mouse come to mind. But those 
two don’t hold a candle to Quackshot 
staring Donald Duck. This cart was pro- 
grammed by the same team that created 
Castle of Illusion and it’s even more 
graphically stunning, features superb mu- 
SiC, and on a scale of 1 to 10, eams an 
11 for difficulty! 


Around the World in Four Megs 
In this world-hopping action/adventure 
cart, Donald becomes an “Indiana Duck” 
explorer type as he tries to locate the 
Great Duck Treasure of King Garuzia. 
However, big bad Pete gets wind of 
Donald’s quest and he wants in on the 
action, too. 

Donald’s search covers nine interna- 
tional locales (and three secret bonus 
rounds). You start in Duckberg, U.S.A, 
but thereafter you plot your own course 
around the globe through destinations 
such as Egypt, the South Pole, Mexico, 
or even Transylvania. 


Have Plunger, Will Travel 

In this sideview, horizontally scrolling hop 
and bop game, Donald does all the typi- 
cal hero things — run, dash, jump, shoot, 
and slide. 

Each level’s packed with duck-defy- 
ing adversaries such as boxing turtles, 
birds with bee hive bombs, cactus peo- 
ple, bewitching snake charmers, and Pe- 


te’s heinous henchmen. There are five 
boss meanies including Dracula, the 
Viking Spirit, and King Garuzia’s Ghost. 
Donald fights off the criminal crowd 
with Plunger-shooters, Bubble Gum 
Blasters, and Popcorn Guns, but that’s 
not all. Shoot a red plunger at a wall and 


you can use it to climb to other locations. 


A green plunger sticks to birds who carry 
you even higher. Eat some red peppers 
and Donald flies into a fist-flinging frenzy 
of feathers and fluff. 


ij’S BUBBLEGUM AMHG . 
= WHEN YOU USE IT it 

FOUR SHOGTER. iT 

MAKES EAPLOGING 


= BUBBLES - 


Good Luck Duck 

This isn’t your typical “run to the right, kill 
the boss” kind of deal. You select your 
destination, but you might arrive there 
without the key item you need from an- 
other level. For example, you must go to 
Egypt to get the Staff of Rah, but you 
can't get inside the pyramid until you 
have the Sphynx Tear. Where do you find 
it? Good question. 

On some levels you jump blindly in- 
to space to hopefully land on an invisible 
platform. In others you must tippy toe 
across platforms floating over a one hun- 
dred foot drop. One false step in either 
scenario and you’re a dead duck. 


A Game You'll Treasure 

If you’re looking for a show stopper 
along the lines of Castle of Illusion, that’s 
a million times harder even with unlimited 
continues but has more fun junk to do, 
run don’t waddle to buy Quackshot. Even 
if you don’t find Garuzia’s Treasure, you'll 
have a Genesis treasure of your very own. 
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Quackshot by Sega 
Price not available 
Available now, 4 megs 
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a machine gun and a rocket launcher 
and rescue them, of course! 

Midnight 
Resistance is a 
Savage side- 
view action/ad- 
venture Cart 
where you play 
a faceless, 

Rambo-esque 
narcotics agent/family man who takes on a 
drug lord called the Crimson King. This is an 
arcade oldie, and 8-bit vets will find the action 
and style similar to Operation C and Snake’s 
Revenge. 

Midnight Resistance is a winner, which 
Serves up some great features that make it 
unique among Genesis games. For one, it of- 
fers continuous fire, which really cuts down 
on those thumb blisters! This cart sports 
, some of the 
best Genesis 
sound and 
graphics 
around, but in 
ar Sm addition, the 

PROTIP- Key meaee game displays 
shoot enemies off-screen some ofthe 

and leap over their shots. biggest sprites 

ever seen on 
ANY system! Character control in Midnight 
Resistance takes concentration at first, but 
then it’s simple to make your character run, 
jump, crouch, , 
and shoot. 


PROTIP: To 
avoid a plane’s 
bombs, stand 
Still while it 


Just as it releas- inak goecmess for thls 


es its deadly car- Flame Thrower. 
go, jump left or right. 


If you're in the mood for take-no-prison- 
ers shoot-em-up action, you won't be able to 
resist Midnight Resistance! 


Gun ’em down. 
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Midnight Resistance by Sega, $49.95 
Available now, 8 megs 
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By Choosey Chooser 


gxéy)) The world is under attack by yet 
4 another horde of alien invaders. 
Climb into your one-of-a-kind superson- 
ic jet ead ‘Raiden,’ and save the 
day. 2m 
This one 
player space- 
shooter fea- 
tures eight lev- 
els of wave ve | F 
after wave of Shoot this comp opeen 
alien attackers, extra power-ups. 
with an overhead vertical scrolling perspec- 
tive and above-average graphics. Your battles 
begin in the skies above a country pasture 
and a ruined metropolis, and eventually cul- 
minate in outer space. At the end of each 
Stage battle a super tough alien boss to clear 
come the level. 

The Raiden’s 
packed with 
firepower, tot- 
ing along- 
range Machine 
Gun, and a 

powerful Laser 
Cannon, and a secondary set of weapons that 
include enemy-seeking Homing Missiles and 
Nuclear Missiles. In times of distress you can 
call on Global Bombs that wipe out air and 
ground attackers over a wide circle. 


PROTIP: There’s a bonus life awarded at 
80,000 points! 


Options in- 
clude easy, nor- 
mal, or hard lev- 
els of play, 
number of lives 
(up to four), and 


Space Madness. 


PROTIP: The Laser Can- 


rapid fire. The non and the Nuclear 
game gives you _—llssiles at more fire- 
nine chances t power than the Machine 
oHiniG rae OEE A 
Missiles. 


er, this does not 

apply to the special stage that you'll en- 

counter after the first eight stages! 
Shoot-em-up fans will be disappointed 

with Raiden Trad’s tunes, but find the title 

packs enough action for more than a few 

hours of standard space jockey thrills. 
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Raiden Trad by Micronet, Price not available 
Available Now, 8 megs 


sis? Well, now you can start dancing in the 
Streets, Streets of Rage that is! The street 
fighting concept has been used everywhere 
else, SUCH 2S i —EaRE e 
the arcades and 
on all other 
home systems, 
but it's never 
beendoneon — #7 Se 
the Genesis and cal goons and d pile- 
it's rarely been driving them is a breeze! 
handled this 

well. However, you will recognize Streets’ 
style, which mirrors that of Alien Storm and 
Golden Axe. 

Streets of Rage has eight fist-pounding 
levels in which you fight along shorelines, on 
a cargo ship, up an elevator, and, of course, 
in wind-blown streets. The graphics and ani- 
mation in this cart are terrific! 

You choose from three characters, tough 
cops who each specialize in different hand- 
to-hand fighting techniques, Boxing, Martial 
Arts, and Judo. 
me [his gameis 

# packed with 
7 awesome 
moves that 
S Ss. help you es- 
cape most 
when tng et to tuo sticky situa- 
tions, and you 
can grab loose items such as lead pipes and 
baseball bats for a swinging time. Simultane- 
ous two-player games are a blast, and a sec- 
ond player can join in any time! 


PROTIP: in two- 


1IP-O532600 5 Oo a PRESS 2UP START 


both sides of 


_ = ee . ° “g __PROMIP: Use back kicks and 

jabs by pressing Buttons B 
Rage will knock and C to escape tight spots! 
you out! If you 


enjoy games like Double Dragon or Final 
Fight, you must slug it out with Streets of 
Rage. 
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Streets of Rage by Sega 
$49.95, Available now, 4 megs 
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By Tho Missing Line 


| Nerd-bashing has been go- 
ing on since the dinosaur 
days — just ask cave-dudes 
Joe and Mac. They know from first hand 
experience the devastating aftermath of 
nerd-bashing — nerd revenge! 

Yes, the cave-nerds are having the 
last geeky chuckle “cause they crept into 
Joe and Mac’s camp and scared off all 
the Cave Babes. There’s only one thing 
to do now -— grab a club and scour the 


countryside. 


Team Neanderthal 
Not only are Joe and Mac handsome fel- 
lows, you get the pleasure of enjoying 
both of their mugs at the same time. 
Yup, Joe and Mac is one of the few, new 
side scrolling SNES titles with a two play- 
er buddy system. Even if you’re a “lone 
wolf’ by nature and prefer to tackle the 
video world alone, it’s always nice to © 
have the option to take along a friend. 
Another groovy gameplay option is 
the 2 Player Super Game, which enables 
you to either compete or cooperate in 
the search for the Cave Babes. There’s 
also a Mode selection for skill levels: 
Easy, Normal, and Hard. The only de- 
tectable difference between the Modes is 
that you’re allowed the most continues in 
Easy (3) and the least in Hard (2). 


tit 
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My, What Big Teeth You Have ¥ 
Life is brutal outside the safety of one’s 


se” 


cave. Joe and Mac learn a hard and fast #. 


lesson in self defense as they make their 


way through three four-part stages cover- 


ing everything from icy subterranean cav- Gi 


erns to red hot volcanic wastelands. 
Keep.an eye out for dinosaur eggs: 
crack the right one open and a Pink 


Pterodactyl carries you off to one of six 


Bonus Stages. If you’re a really shrewd 
gamer, you may even discover a few se- 
cret stages. 


You encounter exactly what you’d 
expect in the wilds of prehistoria: di- 
nosaurs, dinosaurs, and more dinosaurs 
Some are big, some are small, some 
swim, some fly, and some even cry. 
There’s also an abundance of ill man- 
nered fellow cave dwellers who, appar- 
ently, would rather hunt Joe and Mac 
than dinosaurs for dinner. 


git iia ey) 


Sie Soe oe 


Prehistoric Artillery 


Speaking of dinosaurs and belligerent 
cavemen, that brings us to the topic of 
weapons. What else would cavemen car- 
ry other than the infamous wooden club? 
For your combat pleasure they carry 
plenty more than just an overgrown twig. 
By cracking open dinosaur eggs, Joe 
and Mac can power up their clubs so 
that they shoot Bones, Boomerangs, 
Fire, and the world’s greatest inven- 
tion...Wheels! Once you collect all the 
power ups possible they’re yours to 
keep, and you can switch ammo with a 
tap on the Select button. 


wever, there are a few things 
> and Mac can't perform the 


The stage bosses have an annoying 
habit of reappearing albeit in different col- 
ors. However, the bits that were lost in 
the translation are all so minor, they don’t 
really take much, if anything, away from 
the game. 

PROTIP: If you lose a life and your spirit be- 
gins to float skyward, move towards solid 
ground. Otherwise, when your additional 


life kicks in and you fall back to earth over 
Shaky footing, you may lose another life. 


Hi 35800) 


“action/adventure, it has a solid founda- 

tion of great graphics, easy gameplay, 
lots of levels, and rockin’ tunes which 

make it a fun game, especially for two- 
person play. Join the prehistoric “club” 
and take a peek into the past with Joe 
and Mac. 
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lava wva stage. Not only ill 
hill, they can also destroy 


to see something wild, check out a top- 
view level in two-player mode. It gives 
you split screen action with no slow 
down whatsoever! And they said you 
couldn’t do that on a SNES! 


By C.T. Aslan 


Neo City is under attack! 
And if you’re a fan of Kon- 
" ami’s Contra series, it’ll 
come as no surprise to you that the Red 
Falcon is the slimeball behind the SNES 
mayhem. 

As a descendent of commando leg- TE Se ee ee 
ends, Scorpion and Mad Dog, it’s your _ ™#e Lewel 2 topview action Is radical! 
task to take out the Red Falcon, (| don’t Warm-up your trigger fingers. This 
mean to dinner and a movie). If Jimbo cart is one tough muther! Luckily by snag- _ 
and Sully, the special forces agents you —- ging a weapon Wing Ding, which falls from § 
control, can survive six grueling stages of _ certain enemies when you blast them, you 


at a 


furious action, the Red Falcon’s threat can upgrade your machine gun to a 
might be stopped forever, or at least until © Spread Gun, a Crush Gun, a Homing Gun, 
the next Contra adventure! a Fire Gun, or a Laser Gun. You'll start 


with three, five, or seven men. You'll also #@ gv) a. 
get bonus players at 20,000 points and 4 a 
then again every 60,000 points. Trust me! (pms: 
You'll need every free guy you can grab! | 


replaced by gun-toting terrorists, and 
Man-Faced Mutts have taken the place 
of pigeons. 


The Red Falcon has taken over Neo City! 


As mentioned in the preview, (see Game- 
Pro, Feb. ‘92), Contra lll - The Alien Wars Upgrading your weapon Is as easy as grabbing 
features both sideview and topview the nearest weapon Wing Ding. 

Stages. The sideview stages are the tra- 

ditional Contra fare — nonstop horizontal 


scrolling action where you blast away Contra Ill begins on the rubble-filled 
with your machine gun or launch an M- _ streets of Neo City. No longer is this a 


80000 Helio Bomb. bustling metropolis. Shoppers have been 
The topview stages offer some os ''e @.. 

unique gameplay for an action-adventure 
cart. Unlike the sideview levels, these 
Stages allow you to pick your starting 
point. Your goal is to wipe out a certain 
number of targets before tackling the 
boss. The Left and Right buttons, only in 
the second and 4th levels, control the di- 


rection you face. By hitting both of them such as the Beast Kimkoh, the Metalli- 
simultaneously, plus holding down the Y can, the Robo-Corpse Twins, and the Vi- 
button, you become an awesome, spin- cious Slave Hawk. Once again, there’s 
ning, shooting machine. If you really want no slow down and no flicker! 
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But the Man-Mutts and Terrorists are 
small potatoes compared to some of the 
giant beasties this cart sends your way. 
I’m talkin’ B-I-G! 

You go toe-to-toe with the largest 
monsters ever to infest a video game, 


With its dark, detailed backgrounds, sky- 
illuminating explosions, and humongous 
boss monsters, Contra Ill - The Alien 
Wars’ shows exactly what your SNES 
can do with graphics and animation 
when some talented programmers get a 
crack at it. When you get through with 
this cart, you'll feel like you’ve been 
through a major military skirmish. War 
may be hell, but in Contra Ill it’s a blast! 
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Contra Ill - The Alien Wars by Konami 
Price not available 
Available March ‘92, 8 megs 
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( f Ohmmmmm...oops, excuse 

<i) me, | was just meditating. 

&> You must usually be in tip-top 
mental and physical condition to be a 
true master of the video martial arts. 
However, that’s not completely the case 
in The Legend of the Mystical Ninja by 
Konami for the Super NES. 


One or two players take control of a team 
of herale ninja boys, the dynamic duo of 
Kid Ying and Dr. Yang. The town of Horo- 
Horo was ransacked by the dastardly 
Dragonbeast, and all the villagers went 
nutzoid when the Beast’s right-hand lizard, 
Silver Serpent, cast a mind-mushing en- 
chantment. Now you (as Ying or Yang) or 
you and your buddy (Ying and Yang) must 
smack them back to their senses. 


-_Ninjitsu to the rescue. 


When it comes to comical bop-n- 
bash, Ying and Yang know ninjitsu. They 
stomp through 10 Mystical Warlock Zones, 
which are each divided into two areas: a 
gold-gathering, clue-tracking overhead sec- 
tion and a side-view fight-to-the-finish. The 
game has passwords and unlimited contin- 
ues, and your partner can “join in” any time. 


Mystical Ninja represents a mishmash of 
Japanese and American martial arts cul- 
ture. For example, Ying and Yang are 
trained in Pipe, Yo-yo, Flute, Whistle, and 
even Piggy-back attacking techniques. 
Weird but effective. 


PROTIP: Press Up to sneak behind the 
background. 
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PROTIP: If you reach a dead end in a side- 
view maze, leap on the switch block to ro- 
late the screen. 


If River City Ransom had you pinching 
pennies for the best in kick-and-punch 
gadgetry, you'll find Mystical Ninja an all- 
out spending-spree. Over 16 different at- 
tractions (such as casinos, horse tracks, 
and saunas), stores, restaurants, and 
game rooms (featuring Gradius, Breakout, 
and others) are waiting to swindle you out 
of a buck or two. Buy items as needed, 
such as Pizza to restore health, Sandals 
for speed, and Straw Hats for protection. 


PROTIP: Play Uncle Chan’s Pop Quiz over and 
over for unlimited cash. What a bargain! 


Dragonbeast’s bullies are as mean-fisted 
as they are good-looking. Ying and Yang 
face topsy-turvy clowns, robo-samurais, 
blob-headed black belts, and screen- 
filling bushido bosses. Locales include a 
carnival, an amusement park, a riverside 
dock, and a freaky forest. 

PROTIP: Reflect the Level One boss ghost’s 
bolt blasts back at her with your Mystical 
weapon. 


PROTIP: Defeat all the er catia 
of the Level Two grandstand and a secret 
exit appears. 


PROTIP: To beat the aia Boss i in ayers 
Two, climb his mast and knock out the 
lanterns. Then, jump down, turn around, 
and slam him in the face. 


Ever notice how the most popular 
Japanese game series tend to arrive in 
the U.S. several years late, and some 
never appear at all? Mystical Ninja is one 
that did make it over, but the cart seems 
more like a sideshow than a video game, 
that is, plenty of distractions and too- 
bouncy ninja fighting. The graphics are 
colorful and well animated, but on the 
whole you don’t get the “cutting edge” 
feel of other martial arts titles. 

Ying and Yang put on a cutesy show 
of tough cartoony sluggery, but if you’re 
looking for more complex video ninjitsu 
for your money, better save your strength 
‘til a true “master,” such as Ryu Haya- 
busa, slashes his way into 16-bit dojos. 
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The Legend of the Mystical Ninja 
by Konami, Price unavailable 
Available January ‘92 
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By Boogie Man 


%\ The town of Redmount has 

@) fallen on evil times. With 

' leaders named Duey, 

Chester, Edgar, and Pierre running the 
show, it’s no wonder. They sound like a 
schoolyard bully’s hit list. Enter homeboy 
Dogi and his pal, Adol - who just hap- 
pens to be the baddest swordfighter in 
the land of Ys. 


Adol and Dogi “Ys” into trouble. 


TurboGrafx-CD players already know 
Wanderers from Ys (see GamePro, Jan. 
'92) as Ys Book Ill. This SNES game mir- 
rors that TG-CD adventure. 


PROTIP: The ProTips in the Ys review in the 
Jan. 92 GamePro apply here, too. 


Ys dishes out a satisfying mix of 
roleplay gamING (RPG) and action/ad- 
venture. As Adol you quickly ditch Dogi 
at an inn and take off for action. You 
build up character traits, interrogate 
townsfolk, slash for gold, and buy impor- 
tant items just as in any RPG. Like many 
action/adventure carts, you fight a horde 
of murderous beasts and solve maze-like 
obstacles. 

The six-level Ys environment is rich 
and unpredictable. Along the way you 
track down Swords, Armor, Shields, 
Magic Rings, and other magic items, 
which are essential to your fight. 

PROTIP: The Power Ring’s to the left at the 
bottom of the pit in Tigray Mine. 


PROTIP: There is natural Herb in the “shade 


of the rocks” in Lava Zone Nine of the 


Livern Ruins. Use it right there and you can 


grab some more. 


The graphics are sharp 
and feature bright, Japanese-style charac- 
ters and some nice SNES cinema. They 
really shine when you face the bosses. 
The action’s in side-view, multi-scrolling 
perspective and, like any RPG, you can 
move back and forth through any level. 
The sounds are minimal, but the cart 
spins its tunes with enthusiasm. Although 
MTV they aren't. 


Wanderers from Ys doesn’t throw a whole 
lot of curves at you, but it dishes out 
thumb-pumpin’ action. Most adversaries 
move in predictable, repetitious patterns 
across your path. Knocking off the bad 
guys simultaneously snares points toward 
Experience, Magic Ring Power, and Gold. 


Use bad guys like the Blue Ogres to load up on 
points. 


You must move cautiously and with 
precision to find the right spots to hack 
without being hacked. When you meet 
mid-level and stage bosses, however, the 
fighting’s fast and furious! No time for 
thinking ahead — until you’re dead! 


PROTIP: To do in the Tigray Boss, use the 
Amulet (which you buy in Redmount). The 


Long Sword, Chain 
Mail, and Health 80 or 
better helps a lot. Crouch beneath the 
blade blasts and charge in with the Down 
Thrust (Press Down, B, and Y). 


The gamePlay is slick. You get four 
swordfighting techniques. The easy-to- 
use Equipment and Inventory Screens 
make juggling weapons, magic, and oth- 
er useful gear a breeze. 


PROTIP: Traveling back to the entrance of a 
level recharges Health. 


The Save Game feature - with 15 
Save positions — and unlimited continues 
Saves your sanity. Work out strategies, try 
them, and learn from your mistakes with- 
out starting from scratch. 


Lots of Herb, the Shield Ring, and head-shots 
are the keys to beating this Fire Dragon. 


Wanderers from Ys is as close to a 16- 
bit “standard” as any SNES cart is likely 
to get. You get a good-looking RPG, a 
massive video-game environment, and 
energetic hack-n-slashing. If you earned 
Ys battlescars on the TurboGrafx-CD, 
this cart holds no surprises, but it’s much 
harder! Wander into Ys with the Wander- 
ers from Ys. 
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Your friendly neighborhood 
Rey N¥4 Space invaders have your 
~ Super NES locked in for 
plenty of arcade-quality side-view shoot- 
ers. U.N. Squadron, Gradius II], Super R- 
Type, and Darius Twin have already gone 
zap-happy on 16-bit screens. Enter Earth 
Defense Force from Jaleco, a seriously 
super competitor for your blaster bucks. 


Full Throttle Ahead 

What would a great shooter be without a 
swarm of world-chomping aliens? Earth is 
the main course on the AGYMA Empire's 
interstellar menu, and the predictably in- 
adequate Union of Federated Planets can 
only muster one last-gasp line of defense: 
the XA-1 supership, a.k.a. Earth Defense 
Force. Only experienced shoot-out studs 
need apply for this mission. 


Gunning for Greatness 

You can talk tough and claim to be an 
ace of the skies all day, but the XA-1’s 
custom-tailored arsenal provides plenty 
of frenzied firepower to prove who's really 
got the night stuff. At the start of each 
level you pick your firepower from eight 
primary weapons, such as the Vulcan, 
Photon, Grenade, and Atomic guns. In 
addition, a pair of satellite cannons attach 
to your ship. As you destroy enemies 
and score points, your shooting strength 
increases, as do uses for the satellites. 
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The E.D.F’s shields can absorb one 
to three hits, depending on your option 
menu selection. Only three continues are 
allowed over the game's six stages, so 
put up or shut up early in the game to 
insure enough credits for the climax. 


Attacking the AGYMANS 
Piloting the XA-1 may be a breeze, but 
don’t expect any sympathy from the ene- 
mies. The AGYMA empire spared no ex- 
pense to assemble a fearsome fleet of 
hero-busters worthy of any sharpshooter’s 
effort. The death squads look nice, too, 
and the visuals plus fine music put on a 
Snazzy show. Some of the more riveting 
locales include the bright lights of an in- 
fested city, an underground naval grave- 
yard, and the amazing space bordering 
AGYMAN headquarters. However, some- 
times E.D.F. suffers from SNES graphics 
overload, which slows down the action. 


All Fired Up 


After all is said and done, a space shoot- 
er needs great gameplay to call itself tru- 
ly super. E.D.F. isn’t the hottest of the hot, 
but it will surely satisfy video kamikazes 
looking for a Super NES assignment. It’s 
no shot in the dark, Earth Defense Force 
IS a winner. 
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Earth Defense Force by Jaleco 
$59.95 


Available Feb. ’92, 8 megs 


you just have to figure out how to trigger 
each slip-up. Kev can also splash thugs 
with a water pistol, bop them with base- 
balls, snipe at them with a sling-shot, and 
bonk them with a BB gun. His weapons 
usually disable the crooks momentarily. 


Some burglars, no matter 
7 how inept, never seem to 
learn their lesson. Such 
is the case with Harry and Mary, 
the goofy crooks who unsuccess- 
fully tried to clean out the McCal- 
lister family homestead in the top- 


restore a lost hit point. For that “manly” 

feel, slap on some Aftershave and be- 

come a temporarily invincible nine-year- 

old. Oh, the joys of kiddie video-game 

fantasies! 

PROUTIP: While you're invulnerable back- 
track to take out the toughest thugs. 


Most children are afraid of dark 
places and Kevin's no exception. 
His worst fears come to life after he 


grossing slapstick flick of all time, 
Home Alone. Now they’re back to 
take it in the face, body, and 


, MME stashes enough valuables to clear a 
ll level. He must then brave the cellar 
yl and confront creepy things like rats, 


a 


crotch on your Super Nintendo. 


For whatever reason, young Kevin is 
home alone for the holidays once again 
so the “Wet Bandits,” out on parole from 
the state pen, call in the posse to enact 
a long-overdue payback. Thugs of every 
shape, size, and description are prowling 
the halls of our young hero’s house in 
search of the McCallisters’ most prized 
possessions. You must help Kev thwart 
the thieves in this side-view item-grab- 
bing cart from THQ. 


PROTIP: Leap-frog over smaller burglars 
while they’re stunned. 


PROTIP: Eliminate the white-suited hat 


tanoecocore aléner heaw wariths hacahalla 
lossers allogetner with baseballs. 


Harry and Marv are making a list and checking 
it twice. 


Kevin must hide the McCallister valu- 
ables in a safe place (the vault) so he 
roams around four wings (levels) of his example, bounce the bowling ball and the 
house, grabs as many family treasures as vibrations will drop a trophy on a gang- 
his backpack can hold, and tosses ‘em sler's rsh rou can also put banana peels 
all down the laundry chute. Each wing and buckets of paint to good use. 
has two floors and many rooms, includ- 
ing bedrooms, bathrooms, and play- 
rooms, and each holds a different variety 
of treasures, such as toys, electronics, 
and rare pets. 

Kevin's a kid genius when it comes 
to masterminding felon-foiling traps. His 
devices are cocked and ready to spring - 


many nf Mawinve doadlinet hanhw.feanc Tye 
many OF KeviITS jeadliest boob y"Uaps. FOr 


Young taste buds crave one food more 
than any other, Pizza. Kevin earns an ex- 
tra life when he munches eight slices or 
an entire pie at once. Cookies are great 
in-between-meal snacks because they 


jiir: Use tne “aomino eect’ to execute 


bats, spiders, ghosts, and the occa- 
sional boss nightmare. 


t)e7guale reer: & Be vy we oe “a —-—eepratenien af Pie ¥ 
PnaVUilr, Fiaten Wie Olan tafanittia at tne 


end of Level Two with the cinder block . 


of Level 


PROTIP: Study the movement 
| a Ve hatassn | sleinn a dach far 
Tree’ S SPOOKS DETOTe MAKING a aasn for 


£ + 
cCarory 
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Although gameplay and challenge fall 
short in comparison with more demand- 
ing 16-bit titles like Super Mario World, 
fans of Bart vs. the Space Mutants for 
the NES will enjoy the easy-going style of 
Home Alone. It has the same predictable 
but amusing run, jump, and snatch fare. 
Harry, Marv, and the gang are graphically 
unremarkable, but the “Nutcracker” 
theme music is fairly well-scored. If 
you're Home Alone you might find this 
one’s a Steal! 
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Home Alone By THQ 
$55 
Available December ‘91, 4 megs 
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So you still haven't found a 
tennis video game that 
comes remotely close to 
qualifying as a championship contender? 
Your courtside blues are over! Super Ten- 
nis by Nintendo walks away with Game- 
Pro’s 16-bit Grand Slam tennis trophy. 


Tennis for Two 

Lace up your Pumps and re-string your 
racquets all you tennis doubles teams, 
Super Tennis is built for multi-player 
comfort. One player can take on the 
computer in a singles or doubles 
matchup, but grab a friend for the best in 
SNES tennis action. Go head-to-head 
against your bud in singles or doubles, or 
put it on the line together against the 
CPU. The only element lacking element 
Is an option for three- or four-player inter- 
activity, but that’s because no such 
adaptor exists for the Super Nintendo! 
Too bad! 


ENTER > 


Yes] No 


Touring the world with Super Tennis. 


Players from Peorta 

If you're into video games that imitate life, 
forget it, Super Tennis’ players are fictional. 
But each one has individual stats and char- 
acteristics, so player-selection strategy is a 
must. You can tour the Men’s or Women’s 
World Circuit, enter tourneys at selected 
court sites, and make a play for a trophy 
and a password. The characters are drawn 
in that silly Super Mario vein, but the fluid 
animations and crisp top-angled court 
scrolling are simply the best ever for a ten- 
nis cart. Likewise, the sound effects, such 
as the reverberations of the ball, the roar of 
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the crowd, and the “thwack” of your rac- 
quet, sound oh so sweet! Too bad more 
digitized voices other than “Out,” “Fault,” 
“Deuce,” and “Let” aren't used. 


Double your fun with the doubles mode! 


PROTIP: Amy and John have powerful 
ground strokes which make them the 
strongest all-around players. 


Racquet Control 

Most tennis titles contain a limited range 
of controls, moves, and shots when 
compared with “the real thing,” but 
you're all over the court in Super Tennis. 
The SNES pad’s four fire buttons trigger 
a Flat (B), Slice (A), Topspin (X), or Lob (Y) 
shot at the baseline, and control Volleys 
at the net. Your L and R buttons at the 
top of the controller add left or right Spin, 
respectively. Also, you have the ability to 
dive for just-out-of-reach balls. No jerky 
movements here, the players are smooth 
as an lvan Lendl or a Boris Becker...well, 
almost. About the only thing you can’t do 
is badmouth the ump’s calls! (Although 
you do throw a mini-tantrum and yell 
“Rats” and “No!” if you miss a shot or 


lose the match. You think that’s screwy, 
the Japanese version of Super Tennis 
contains even more risque language 
we're too polite to print!) 


Make the dive or miss the shot. 


PROTIP: To execute a drop shot at the net, 
hold down Up if you’re on the far court or 
Down if you’re on the near court, and then 


PROTIP: To pull off an unreturnable slice 
serve, stand in the spot indicated in the 
above photo, hold the direction on the pad 
your serve is travelling (Right if you're 
serving right or Left if you’re serving left) 
plus Spin, then hit the ball just before its 
lowest point. Bingo! 


Line Call 

Super Tennis serves up some of the best 
gameplay, graphics, sounds, and all- 
around fast action in a tennis, or for that 
matter any sports cart ever. The realism 
Is uncanny, nght down to the obnoxious 
ball boys who prowl the net between 
points. Super Tennis delivers! 
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Super Tennis by Nintendo of America 
$49.95 
Available now, 4 megs 


| When you've been zapping video- 
" warriors and techno-weenies out of 
the s) for weeks at a time, you tend to forget 
about those board games. Take, for instance, chess. The Chess- 
master, a ported-from-computer Super Nintendo cart by Mind- 
scape, is a battle of the brains for 
one or two players. 


Board Wars 
It would take gobs of space to de- 


| tail the rules of chess, but here are 


CTSTARTI Te Canti 


“qj the basics: each player com- 


mands a line-up of different char- 4 
“1 acters, each with individual move- 
} ment and offensive capabilities. By 
coordinating pieces such as Pawns, 
Knights, Rooks, and Bishops, your objective is to capture the op- 
ponent'’s head honcho, the King. Everything’s by the book in 
Chessmaster, and you can select a 
regular 2-D view or the 3-D per- 
spective. The music's pretty in- 
nocuous, so switch it off and just 
concentrate! 
You can select the computer's 
Skill level, decide how much time 
it's allowed to consider each 
move, force The Chessmaster to 
move, replace captured pieces any- 
time, add pieces, ask for advice, plot all “Check Mate” possibili- 
ties several moves in advance, alter the chess set's sitesi have 
The Chessmaster play against it- 
Self, or even switch sides in the 
middle of a game! Of course, you ra 
can always challenge a human ote: eS roms Sy 
player for head-to-head chess me cseuersa scaune, cope |p 
Strategy. One particularly useful [i resvs-seweewreserar 


option for beginners is the Teach- pais so 
ing Mode, which displays all legal cS, nm Oe 


6a: $$ desk 


Sere moves for any piece. 
m Check and Mate 


Even the most dedicated chess 
champs are probably wondering a 
what purpose a $64.99 video ver- 2 
| sion of their beloved game can serve. Simple, you get an elec- 

tronic opponent who can match or exceed your best moves, 

and in the process teach you a new trick or two. 
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By Fanatic Fan 


= — Picture this. It's Friday afternoon. 
“ea You're stuck on the freeway ina 
two-mile back-up, you can’t find any good 
tunes on the radio, and you're 


« running out of patience. No prob- 


lemo! Stomp on the gas pedal 
and ride over or around them in 
your four-wheel drive Toyota 
pickup. 


Eat Dirt, Suckers!!! 
If you've ever entertained such 
free-wheelin’ fantasies, here’s an SNES “Make ‘em eat your dust!” 
cart you've just got to check out! Super Off-Road by Tradewest is 
the spitting image of its arcade big brother. You and your bad mi- 
ni-pickup truck take on some of 
i the meanest dirt tracks in America 
| —there are 16 different courses 
yea With 64 configurations. 
” The goal of Super Off-Road is 
8 to finish in first, second, or third 
place. If you do, you win prize 
money. You can then spend that 
cash on things to help you win 
more races such as Nitro Fuel Units, bet- 
ter Tires, Shock Absorbers, and faster 
Acceleration. 


a 


ee yi 


Fanatic Fan!” 


} Mickey Rules 


There are four drivers in every race, up to two can be human. 
One of the computer racers is the world famous Mickey 


© Thompson. Thompson is the king of the dirt track, which is 


why he has an almost unlimited 
supply of Nitro Fuel Units. 


Drive, He Said 
Super Off-Road is one of those easy- 
to-learn, racing action games. The 
gameplay will remind NES owners of 
the classic RC Pro Am but with much better graphics and 
sound effects. 
Put the pedal to the metal and get down to a retailer — you 
can bet Super Off-Road will move fast! 
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By The Missing Link 


2 Something smells foul in St. 

~ Canard. A fiendish fivesome 
~ who call themselves “FO.W.L.” 
have slashed a valuable painting and hid- 
den the pieces all over the city. This 
masterpiece-abuse has something to do 
with an ultimate weapon - it’s all a bit 
vague. But one thing's for sure, if Dark- 
wing Duck doesn’t recover the stolen 
painting, his goose is cooked! 


2 SRS SS 
= — 


uckette 
mean anything to you? Think about it when 


you’re trying to piece together the sliding- 


The gang’s all here! 


This TurborGrafx-16 duck hunt takes 
Darkwing through five short, vertically and 
horizontally scrolling missions, where the 
task at “wing” is to gather up the pieces 
of the painting and give the leading mem- 
bers of FO.W.L. (Steel Beak, Moliarty, 
Tuskernini, Megavolt, and Ratcatcher) and 
their cohorts a good thrashing. Conquer 
one of the FO.W.L. fowlies and DD enters 
a puzzle sequence where he tries to fit 
the new-found pieces together by sliding 
them around inside a frame. 
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Although the 
F.O.W.L goons are 
menacing in a 
goofy 


Disney sort of 
way, in an 
“eggshell” their 
bark is far 
worse than 
their bites. It’s a 
given they'll take a 
few notches off your life 
meter, but they’re not so 
rough-and-tumble that | 
your thumbs start sweating. ¥ 
To restore his life meter, DD 
need only grab eggs he 
finds along the way. 


The graphics and sound are both razor 
sharp, much like DD’s popular Disney 
cartoon. The game, however, can be me- 
thodical. If you’re a gamester in a hurry, 
you'd better look elsewhere. 

DD gets the Clark Gable debonair 
award for his stylish threads. Sporty? No 
doubt, but there are moments when 
you'd gladly chuck in the gladrags for 
one pair of working wings! DD’s no fly- 
boy and that takes its toll. What Dark- 
wing can do: jumping, ducking, and 
shooting his Gas Gun he does with ease. 


PROTIP: Don’t stay atop the electrically 
charged platforms too long or you'll risk 
becoming a charcoal-duck. 


It's the obstacle courses in each 
Mission, which DD must go up, over, and 
through that are likely to bust your brain 
cells. There’s a sizeable number of float- 
ing platforms and feather-raising jumps 
from tiny ledge-to-tiny-ledge, and they 
rquire very meticulous timing. Slip up a 
wee bit and Darkwing eats dirt. 


PROTIP: Some jumps between platforms are 
tricky. The best approach is to get as close 
fo the edge as possible and jump early. 
PROTIP: There’s a time limit. If you need 
time to contemplate your plan of action, hit 
the Pause button. If you don’t and you wait 
too long an anvil comes crashing down and 
flattens DD into a “quacker.” 


Darkwing Duck’s a grand translation of 
this very cool Disney character. DD’s a 
looker with smooth moves. In the Minor 
Gripe-Department, well, this isn’t the 
speediest of action carts. DD’s more of a 
take-a-chance adventure. Much of the 
time you don’t quite know where you’re 
going to land when you leap, but you got- 
ta’ go for it anyway. Overall, you wouldn’t 
do wrong to wing it with Darkwing Duck. 
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Available January ’92, 4 megs 


Ever dreamed of represent- 
’. / ing your country in Davis 
” Cup tennis action? Well, with 
a little imagination and Davis 
Cup Tennis that’s one impossible dream 
that just may be within your grasp. 


Tennis Anyone? 


Davis Cup Tennis enables up to four 
players (TurboTap required) to hit the 
courts in Davis Cup tennis competition 
(in any combination) as representatives 
of sixteen different teams from around 
the world. 


Team up with four players for doubles. 


Players can team up against the 
CPU or go head-to-head in doubles or 
singles action. Tennis novices should 
note that the Davis Cup is an annual in- 
ternational event which pits squads of 
the best players from each country in 
singles and doubles team competition. 


Serve It Up 

Davis Cup Tennis has some of the best 
graphics to date in a tennis title, including 
a unique split-screen view that enables the 
competitor to see both a front and rear 
view of himself during play. Another realis- 
tic touch is the sound track which features 
an oh-so-British referee who calls the 
match, true-to-life sounds when you 
smack the ball, crowd noises, and even 
your team’s national anthem. Your player 
also moves well around the court, sprinting 
from side to side and moving in towards 
the net and back out again smoothly, 


Using the standard tennis rules and 
scoring, netters can compete in Exhibi- 
tion matches, Tournament play, or a 
grueling round of international singles 
and doubles Davis Cup matches (the ti- 
tle features a save option for gamers 
with a TurboGrafx-CD or TurboBooster- 
Plus). A Practice option enables the 
player to go head-to-head with a ball 
machine and practice ground strokes, 
smashes, or volleys. 


it’s A Smash 

At the beginning of each match you can 
adjust the strength of your player by us- 
ing alloted credit points or points you 
win in a match to beef up different skills. 
For example, you might want a player 
who's a Service acer or a crack volleyer. 
As you advance in play and win differ- 
ent matches your player’s strengths and 
ranking increase. : 
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The action on-court is as complicat- 
ed or as simple as you choose to make 
it. Different button combos give you the 
power to choose the angle and spin on 
your shot, decide whether to hit a lob or 
a dropshot, and even adjust the angle 
and depth of your serve. While this gives 
you a powerful repertoire of shots with 
which to crush your opponent, it takes 
more than a little practice to memorize 
the variety of different button combina- 
tions necessary to make the different 
shots with split second timing. 


Championship Tennis 

Davis Cup Tennis offers wide ranging 
tennis gameplay for up to four players 
with excellent graphics and sounds. A 
complicated repertoire of different shots 
enables 12 gamers to make the game as 
complex or as simple as they choose. 
Davis Cup Tennis plays best as a multi- 
ple player game and tennis afficionados 
will enjoy this latest attempt to bring one 
of America’s favorite sports to a video 
game. Game, Set, and Match for NEC. 
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Davis Cup Tennis by NEC 
$51.99, Available Nov ’91, 4 megs 
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eS By Road Kill Warrior 

ce SrA Looking for an exciting job 

\ Ra that pays well? One that en- 
XN ables you to travel and see 
the stars? All that and more can be 
yours when you join the ranks of the 
few...the proud...the Debuggers! 

What's a “debugger,” you ask? De- 
buggers are futuristic mercenaries, rental 
warriors who will do any job for the right 
amount of money. In Silent Debuggers a 
‘single player, first person shoot-em-up 
from NEC, you take on a role as one of 
these tough troubleshooters. 


Great cinematic screens tell the story. 


Silent Debuggers is an action-packed 
game, even though it lacks diversity. You 
begin your extraterrestrial bug hunt on 
the first floor of the cargo space station 


= 
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Feeding time! | 


Ohme, with your fellow Debugger Leon. 
Reports have come in that this station is 
filled with riches - and alien monsters. 
There are six levels to Ohme, naturally all 
the wealth is stored on level 6. To reach 
the big bucks, you must wipe out the 
alien infestation on the lower levels. 

This would be easy as taking data 
from a computer, if it weren’t for the fact 
that the whole place is set to explode in 
exactly 100 minutes! And, of course, the 
only way to deactivate the time is by 
reaching the main computer on Level 6. 
PROTIP: Each time you continue, you lose 5 
minutes, If you continue more than three or 


four times, it’s a good idea to start over. 
The later levels take a long time to beat! 


No respectable Debugger takes on a 
mission like this without the proper arse- 
nal. When you begin you’re armed with a 
hand laser. But your buddy Leon offers 
you six sidearms to choose from: a ma- 
chine gun, a beam gun, a homing gun, 


I’Lt KEEP DRAWING 
IMPORTANT INFO FROM 


Choose your weapons. 

and three types of launchers. As you 
progress through the levels, you find 
more equipment. 


PROTIP: The sleep device helps hold the 
aliens in place while you let ‘em have it! 


Of course, this “equipment” isn’t ex- 
actly what you’d find in your local army 
surplus store. You can get everything 
from enhanced scanning devices to jump 
jets that let you move quickly. These 
things come in very handy when you en- 
counter some of the near-invincible aliens. 


L 


Silent Debuggers has its buggy points. 
There are only a few types of aliens, and 
the only visible difference between each 
one is its color. As far as appearances 
go, imagine a brain with two arms at- 
tached. You now have a perfect picture 


‘w+ e2 ees 


td 
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PROTIP: Don’t always chase the aliens. 
They usually after you if you stay in one 
place. This way, you'll never be ambushed! 


The other spacey fact about this cart 
is that the aliens don’t really fight in any 
special ways. They just run into you, pre- 
sumably to take a bite out of your face. It 
would have been nice if the different 
aliens had some unusual power or at 
least a different style of attack. 


Silent Debuggers Is a fun game that over- 
comes its shortcomings. Even though the 
action doesn’t vary much, it’s exciting 
enough to keep you entertained for hours 
on end! The sound effects are pretty real- 
istic, even though the graphics are aver- 
age. All in all, this adventure challenges 
both your mind and your reflexes. Silent 
Debuggers should make some noise. 
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Silent Debuggers by NEC 
Price not available 
Available October 


74 GAMEPRO’s 16-Bit Video Gaming 


LURBOGRAFA=16 


Eee BAS 


By Jinky the Monkey 


Hecate, is determined to 
=” make you one of her eternal 

beastly slaves. She gave you one of her 
extra potent kisses-of-death and WHAM- 
MO! Suddenly you had strange new pow- 
ers which enabled you to transform into a 
Wolf, an Owl, a Bear, and a Badger. 

_ Beast or human, slavery’s not 
Style. However, you'll never escape 
Hecate’s grasp until you turn these ani- 


Se] =) It seems a certain she-devil, 
elf 


‘mal powers , your advantage and use - 
ack Hecate down, destroy he her, 


them to track Heca 
: and reciaim yo ur freedom. So 


An Musive Woman 


In this vertically and horizontally scrolling 


action/adventure you battle against an 
impressive assortment of animals, in- — 
sects, rodents, and ghouls. At first glance 
you may be fooled into thinking this is a 
straight- forward hack ‘n slash type of _ 
adventure. However, as you progress into 


the game a little further you begin to dis- 


cover hints of role play, which make this 
cart a “thinker” as well as a slasher. 


A Thinking Beast 


You can travel freely between any of the 


11 areas, including the ever popular evil 
forest and a run down graveyard, com- 
plete with open tombs, bats, and zom- 


bies. As they would in a role play game, 


various people occasionally cross your 
path and offer up insults, ey items, 


and vital clues. — | 


TAKE MY coops, Taam 
FOUL CREATURE 


OF THE NIGHT. 
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Take heed of clues and warnings 
a0 you can find your way to places and 
things you didn’t notice before. However, 
just because you find a shiny Silver Axe 


in the forest, it doesn’t necessarily mean ~ 


that’s the best place to use it. You gotta’ 
put your noodle to work to understand 
where, when, and on whom you need to 
use the various weapons. The same 
rules apply to your animal powers. You 
earn the powers, one by one, by de- 
stroying certain beasts. Then it’s up to 
you to bic. how to best utilize them. 
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- PROTIP: Use the Red Lantern against the 
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The Cold, Hard Facts 
We've all seen what the TG-16 can deliv- 
er in terms of great graphics, fine tunes, 


and flowing, responsive gameplay from 


greats such as Ninja Spirit and the Bonk 


series. Night Creatures, unfortunately, falls 


_ short of the mark in all these depart- 


_ ments. Dark colors set an appropriately 
a. oky mood, however, character sprites 


and backgrounds are alittle on the 
wen side. The music’s just plain dull. 


As for gameplay, well, while the running, 
jumping, and slashing movements can, 
with effort, get the job done, your on- 
Screen movements are stiff, limited, and 
awkward-looking. 

PROTIP: Max out your altitude capabilities 
when you take on the form of the Owl by 
flipping on the Turbo Switch. 

PROTIP: To defeat the final boss (Hecate) 
transform into a Wolf and bite her on the 
leg repeatedly. 


PROTIP: Don’t attempt to tackle the tree- 
creature in the forest until you defeat the 
pumpkin-creature in the cemetery. 


The Little Cart That Couldn't 
Night Creatures had the potential to be a 
really great game. Using human fists and 
traditional slashing weapons as well as 
shape-changing animal powers is a 
unique idea. Figuring out how and when 
to use these weapons makes Night 
Creatures a fun mental challenge, too. 
However, what makes the game medio- 


~ ere are the blah graphics, and rusty 
gameplay. Still if you can overlook ugly 


creatures, you may want to consider ven- 
turing into - ities 


atin 
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Night Creatures by NEC 
$61.99 
Available February 
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"Music to Chill and to Thrill 


_ Since the Addams’ latest haunt | is the : : : >ROT - : - 


~ drive, you're probably expecting 
super-spooky effects, music, and even 

~ voices. Right on! The cackles of the 
ghosts, the chain-rattling of the ghouls, — 


the bubbling of Granny's cauldron, and of | ghast room 


course the theme song are all movie- 
quality. At certain points i in the game — 
you'll scope a “cineme a” still. ic straic 
- from se bustin ee companied by di 


: . beans light bulbs, 
. and in-between 


Shots take time to leap over the tarantulas 
and splat the hats. 


Next you have it out with Wednes- 
day, who decides to “play nice” with Mr. 
Alford by levitating her toys and smash- see) Baa ate ae a ae || = ay } Hote nae a Rane a 
ing them into your face. What a brat! Her Ff ) uae iy aed a! Lt a a) ai tt ae b.| rah 
brother Pugsley is just as bad, if not 4 a, A “Sr gl ie aewta eno t Boe 
worse. Things get hairy when his Lab’s ‘ , 
science sk allan go berserk. 


PaOriP: Rissa lest de poeelia siveagh ins PROTIP: Rapid-fire shoot the Venus Human 
Torture Chamber to take minimal damage. Trap plant at the end of Morticia’s Green- 
house to earn the Blue Key. 
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; Granny's brewing up a storm in the 
Kitchen, so if you’re not agile consider Lurch the butler patrols the hallway 
yourself as good as slimed. Even if you and generally makes a nuisance of him- 
beat her once she returns to haunt an- _—«Self. Thing crawis finger-over-finger and 
other day, the next time in the Attic. Mor- | Manages to get underfoot at the most in- 
ticia gives you a double dose of Addams  °pportune moments. And pop Gomez, a 
Oe A Oa Oddilies; Once in ner Green, err. make. self-styled swashbuckler, uses his rapier- 
PROTIP: To beat Wednesday at her own that Deadhouse, and scan in the Den. a sharp wit and blade to confound you in 
game, keep moving and shoot her floating SELARLE oS the study and later at the end of the 


toys. They fly in patterns, so be fast. ca in defense of the vault. 
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Pi OTP. To espatch Granny’ infernal 

| over her UGGGH cuisine attacks, and shoot Ae aaa banat 
, eee stupa nas isola auadl trains to a plethora of emeralds and other 
2 — - oat tre : | 


You Rang? 

Aside from the so-so play veisie: the 

only knock against the Addams CD is 

the slooooo000w loading time when you 
change rooms. Still, the running, jumping, 
_ Shooting, and item-grabbing gameplay is 
some of the best around, comparable to 
carts such as The Simpsons for the NES. 
__ If your taste in video games is as per- 

- verse as The Addams’ sense of humor, 
this is one night of frights you won't want 
‘a vies up! 


GamePro's Game al é 
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_ The Addams Fanly by HEC 
__ $61.99, Available now — 
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Back Issues of GamePro! 

Don’t Miss Any of the Action! 

#3 (Seo 89) Atan Lynx Preview 

#4 (Nov ’89) Complete Super Mano Land maps 

#5 (Jan '90) Double Dragons | and II 

#7 (Feb ’90) Insane Sports Issue Back 
Issues! 


PRALATPT | 


a ae “Bis (Mar 90) Phantasy 
2) ca tar |, SuperGratx 
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Sneak Peek 
#9 (Aor ’90) 


Adventure 
#11 (Jun 90) NES 


' Tracy Exclusive 


#12 (Jul 90) Teenage Mutant Ninja Turtles 

#13 (Aug ’90) Michael Jackson's Moonwalker 

#14 (Seo ’90) Fall Footbal! Action, Game Genie Preview 
#15 (Oct ’90) Halloween Games, Castlevania Il 

#16 (Nov ’90) Gremlins 2, Mega Man 3 

#17 (Dec ’90) The Simpsons, Handheld Buyer's Guide 
#18 (Jan ’91) Annual Superstar Sports Issue 

#19 (Feb 91) CD-ROM Games, Game Boy's Mega Man 
#20 (Mar '91) Comic Strip Games, Mickey Mouse 

#21 (Aor ’91) Super NES Preview, Double Dragon III 

#22 (May ’91) Battletoads, Game Gear Preview 

#23 (Jun '91) Sonic the Hedgehog, 16-Bit Buyer's Guide 
#24 (Jul ’91) Baseball Review, TurboGrafx-16 Buyer's Guide 
#25 (Aug 91) Super NES Buyer's Guide, Spider-Man 
#27 (Oct ’91) Star Wars, Super Ghouls ‘N Ghosts 

#28 (Nov 91) The Addams Family, Castlevania IV 

#29 (Dec '91) Football Review, Bart’s Back 

#30 (Jan 92) 56 New Carts Reviewed! 

#31 (Feb 92) TMNT Ill, Genesis Buyer's Guide 


$3.95 Each Indicate issue number on order. 


GamePro #1! 


Joysticks Review 
#10 (May ’90) Bonk’s 


- Baseball Games, Dick 


The First Issue of GamePro! 


Only a few copies remain of GamePro’s Premiere issue. This is 
the original and will not be reorinted! Complete your collection. 
Get ‘em while they last. 


$8.95 Each 


GamePro’s Special Issues! 


.. 5.WA.T., Hot Tips, Tactics, Passwords 
Tons of killer secret codes, passwords, tricks, and 
winning strategies for all game systems! 
Handheld Video Games 
7 Power-packed ProViews and scintillating SWATS 
/ covering all handheld game systems! 

Video Game Greatest Hits 
A collection of GamePro’s ProViews and ProTips Hits! 


Celebrity Video 
Gamers 

Top players from TV and 
movies show you their 
favonte video game 
tios and tactics! 


SWAT #1 (Fall ’90) 
Packed with awesome 
tios & tactics 

SWAT #2 (Jun ’91) 
Special feature on Mega Man 3 

SWAT #3 (Sep 97) 

Special feature on Battletoads 

Handheld Video Games #1 (Spring '97) 
Complete Handheld Buyer's Guide 

Handheld Video Games #2 (Fall ’91) 

Terminator 2, Faceball 2000 

Video Games Greatest Hits (Gummer ’97) 
Teenage Mutant Ninja Turtles 

Celebrity Video Gamers (Fall '91) 

Harlem Globetrotters, Plus 25 Star Interviews 

SWATPRO (March ’92) 

Special Feature on Castlevania IV 

16-Bit Video Gaming (February ’92) 

Super Tips & Tactics plus Buyer's Guide 


§4,95 Each Indicate issue number on order 


Books! 


Strategy and Tips Books 


Total In-Depth Coverage! 
Get the competitive edge with these in-depth strategy books from 


all the top gamers in the industry. These books cover it all! 
GamePro Hot Tips: Sports Games 

The Editors of GamePro $12.95 

GamePro Hot Tips: Adventure Games 
The Editors of GamePro $12.95 

Nintendo Games Secrets Greatest Tips 
The Editors of GamePro $12.99 

Super Mario World Secrets 

Ruse! DeMaria and Zach Meston $15.99 
Nintendo Games Secrets 

Ruse! DeMaria $12.95 


Nintendo Games Secrets, Vol. 2 
Ruse! DeMaria and Zach Meston $9.95 
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Nintendo Games Secrets, 


Vol. 3 
Ruse! DeMana and 
Zach Meston $9.95 


= ©Nintendo Game Boy 
~— = Ruse! DeMana and 
, Zach Meston $9.95 


Nintendo Game Boy Secrets, Vol. 2 
Ruse! DeMana and Zach Meston $9.95 


Sega Genesis Secrets 
Ruse! DeMaria $9.95 


Sega Genesis Secrets, Vol. 2 

Rusel DeMaria and Zach Meston $9.95 

Super Nintendo Entertainment System 
Games Secrets 

Andy Eddy $9.99 


TurboGratx-16 and TurboExpress Secrets 
Ruse! DeMaria and Andy Eday $9.95 


TurboGratx-16 and TurboExpress Secrets, Vol. 2 
Rusel DeMaria and Andy Eddy $9.95 
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Indicate title and price on order 


The Adventures of GamePro Comics! 
Get the Complete Story! 


Collect the exciting comic strip chapters from the pages of 
GamePro magazine. PLUS: New pages of material ONLY 
available in these editions. $3.50 each; indicate number on order. 
Comic #1-Chapters 1-9, Free Huge Wall Poster! 

Comic #2-Chapters 10-15, 20 New Pages, Free Poster 

Comic #3-Chapters 16-21, 28 New Pages 


Cool 
Clothes! 


Comics! 
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GamePro T-Shirt and Pants! 


Hit the street with these killer new duds from GamePro, the 
fashion capital of the video dimension! You'll be stylin’ in these 
100% cotton rags, made especially for us. Limited quantities, 
order today! 

Gotta Getta GamePro T-Shirt 

Large and X-large only $9.95 


GamePro Baggy Pants 
Large and X-large only $19.95 


For Canadian and foreign orders add $2.00 per order payable in 
US funds only. Please allow 6-8 weeks for delivery. 

For all products, please fill out the attached card and mail with 
your check or money order to: 
GamePro Products 
2421 Broadway, Surte 200, Redwood City, CA 94063 or call 


1-800-532-GAME. (No video game or subscription information 
available at this number) 


HOLE IN ONE GOLF SUPER NES 

B Multiple play options and difficulty levels 

i Password feature saves your Hole in One, 
Eagle, or Albatross 

B Send us your password for a Hole in One, on greens 
9 or 17 and we'll send you back a Callaway Putter 
(retail value $125), One winner per family, 
entries postmarked by 6/30/92 
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HYPERZONE SUPER NES 


Hi High-speed futuristic action/adventure 

B Graphics that pull the most from the Super NES 
BH 3-D backgrounds bring you into the action 

B Priced right for quick response 


VEGAS DREAM NES 


B Designed for adults, the fastest-growing market segment 

8 Combines Blackjack, Roulette, Slots and Keno 

H One to four players - lots of casino action 

B Las Vegas premium book & gift scrip attached to each 
package, free with purchase of game, value up to 
$700.00. Subject to restrictions. ($7 processing fee ) 
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Seat of Quality Ad 


HAL AMERICA INC. 


ae i 
SYSTEM=: (he fondle ppecrabis ™ 
7873 S.W. Cirrus Drive, Building 25F + Beaverton, Oregon 97005 + Tel 503/644-4117 * Fax 503/641-5119 


HAI is a trademark of HAL America Inc. Nintendo’ , and Nintendo Entertainment Systems® are registered trademarks of Nintendo of America Inc. 
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JUST A GAME! 
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WWF® Super WrestleMania™ is a trademark of TitanSports, Inc. © 1991 TitanSports, inc. All rights reserved. Hulk Hogan™, Hulkamania™ and Hulkster™ are trademarks of Marvel Entertainment Group, Inc. Licensed exclusively to TitanSports, Inc. All 
other distinctive chararcter names, titles, logos, and likenesses used herein are trademarks of TitanSports, Inc. All rights reserved. Nintendo®, Super Nintendo Entertainment System® and the official seals are trademarks of Nintendo of America Inc. © 
1992 Nintendo of America Inc. LUN® is a registered trademark of LUN, Ltd. © 1992 LUN, Ltd. All rights reserved. 


~~ Morticia has been kidnapped! 
<// Kidnappers have hidden Morticia somewhere in the 
© scary Addams Mansion. You and Gomez have to escape 
hidden traps, and battle scary ghouls and goblins on 
», your search to find her. Collect the million dollar 
\ ransom, find Wednesday, Pugsley and the 
\ pest of the family in your attempt to 
rescue the beloved Morticia. 
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T™ & © 1991 oy 
Paramount Pictures. 

All Rights Reserved. — 
THE ADDAMS a 
FAMILY logoisa 
Trademarkof 
Paramount Pictures 
Ocean of America 
Authorized User. 
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